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Why ts Duke Nukem 3D THE BEST? 


Even running in super crisp 800x600 SVGA it blasts 
along faster than every other comparable 3D PC title. It's 
not pure speed at the expense of versatility either - it is 
possible to look up, down, or sideways at any time, with 
the bitmapped scenery undergoing minimal deformation 
and no speed loss whatsoever. The engine also caters 
for full interaction, so bullets leave pock marks on walls, 
enemy's blood drips down crates and earthquakes cause 
huge sections to shift altogether, thereby granting 
access to new locations. It all contributes to the feeling 
of being encased within a grim world as opposed to 
wandering through impregnable, static corridors. The 
effect is hugely rewarding and is surely the direction in 

which such games should be heading. 


This potential has luckily been exploited too. So often 
games fail to capitalize on excellent technologies but 
each of Duke Nukem's levels are noticeably different, 
being packed with huge ramps, drops, lifts, jumps and 
cunningly hidden secret areas. None look the same 
(indeed there is often a significant variation within a 
single building) and there is always a feeling that there is 
a new trick round the next corner. — Edge Magazine 
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Screen Saver & 


Entertainment Pack 


“COME CFL бом! " 


For more details, make tracks to your local software retailer! 
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ON THE 
COVER 
Eidos is get- 
ting ready to 
take the world 
by storm with 
one of the 
coolest 
games you're 
likely to see 
this fall— 
Tomb Raider. 


LAYER 


VOLUME 3, NUMBER 3 


COVER STORY 
Worldwide Exclusive! Tomb Raider by Jeff James 


While Mike and Glenn were having a contest at the Electronic 
Entertainment Expo (E3) to see who could eat more free hors d’oeuvres, 
Jeff James was busy getting the skinny on the most mind-blowing game 
of the show—Eidos's Tomb Raider. 


Game-Crushing Computer Systems by Jeff James 
So, you have a few grand jingling around your pockets, and you’re thinking 
about picking up a new machine. You can be honest. We all know what 
your primary purpose for the machine is: computer games. Join Jeff James 
as he dives headfirst into the choppy waters of computer hardware. 


Life After the Worm vy Glenn Broderick 

For many people, creating a smash hit like Shiny Entertainment's 
Earthworm Jim would be enough. Not so for David Perry, Shiny's president 
and the creative force behind the enigmatic worm. His next project for the 
PC promises to be a groundbreaking step for computer games. Glenn 
Broderick met up with David Perry at E3 and managed to get the scoop on 
this latest project, entitled MDK. 


All the Computer Games You Could 

Possibly Imagine by the editors 

And we ain't whistlin’ “Dixie,” neither! The entire CP staff packed their bags 
and traveled cross-country in Glenn's car (aargh!) to this year's Electronic 
Entertainment Expo (E3) in Los Angeles. During their three-day tour of duty, 
our editors stripped the L.A. Convention Center clean of any and all informa- 
tion about this coming year's hottest computer games. 
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STRATEGIE You'll be happy to know that traveling to ЕЗ 
didn’t dull the senses of CP's tipsters. Gasp 
as Kevin unlocks the hidden rooms and levels in Duke 
Nukem 3D! Shudder as he takes control of the AH-64D 
Longbow! Quiver as Zach infiltrates Spycraft! 
Chortle as Chuck takes the helm in Deep Space 
9! Chuckle as they all collapse from exhaustion! 


36 Duke Nukem 3D 
by Kevin J. McCann 

40 Jane’s AH-64D Longbow 
by Kevin J. McCann 

76 Spycraft: The Great Game 
by Zach Meston 

90 Deep Space 9 


by Chuck Miller 
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NEW! The CP CD 
Killer game demos from your 
favorite software companies. 


Newsnet 

Here's a smattering of what 
John dug up this month: 
James Bond on CD-ROM, the 
Clint Eastwood CD-ROM, 
affordable VR, The Animated 
VooDoo Doll and a whole lot 
more! 


Previews 

Close Combat, Star Trek: 
Starfleet Academy, special 
two-page preview of 
Daggerfall. 


Cheat Mode 

Oft referred to around the 
office as the hardest working 
cheater in computer games, 
Kevin McCann was at it again 
this month to bring you all the 
dastardly tricks you need to 
beat your favorite game. 
Featured this month are 
Worms, Zone Raiders, 
Witchaven Il, Rayman, 
Braindead 13 and Road 
Warrior. 


Capsule Reviews 
Battle Arena Toshinden, Fire 
Fight, Megapack 5: Ultimate 
CD Bundle, Space Hulk: 
Vengeance of the Blood 
Angels, Star Quest І, 
Earthworm Jim 1 & 2: The 
Whole Can O' Worms, 
CrossWorld, Warcraft II 
Expansion Set, Solid State 
Pinball: Loony Labyrinth. 


Shareware 
Spotlight 

Join Jeff James as he loots 
the Internet of all its down- 
loadable delights! 


Over the Line 

If you've ever needed con- 
vincing that the Internet is a 
wacky place, check out 
Zach's virtual encounters with 
all manner of kooks. Also, 
Zach says "I'm sorry" to the 
world for the many evils he 
has inflicted on it! 


Reboot 

The waning days of the Amiga 
and the dawn of the PC as a 
gaming platform saw the birth 
of some pretty interesting 
titles. This month, Zach 
Meston takes a look at a 
game series born during this 
transitional period in comput- 
er gaming—Star Control. 
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Our goal is to preserve classic video game magazines so that 
they аге not lost permanently. 


People interested in helping out in any capacity, 
please visit us at retromags-com: 


No profit is made from these scans; nor do we offer anything 
available from the publishers themselves: 


If you соте across anyone selling releases from 
this site; please do not support them and do let us know: 


Thank you! 


HYPERBLADE IS COMPATIBLE WITH MANY 3-D ACCELERATOR CARDS. 


THE AIRBORNE STUNTS OF EXTREME SKATING. THE BRUTAL VELOCITY OF 
HOCKEY. THE LETHAL CONSEQUENCES OF MANSLAUGHTER. HYPERBLADE 
ISN’T JUST A MULTI-PLAYER SPORTS GAME, IT’S A GAME OF SURVIVAL. 
BECAUSE IF THE SPEED DOESN'T KILL YOU, YOUR OPPONENT WILL. 


THE DROME OPENS FALL ‘96. 
AVAILABLE ON MS-DOS*/WINDOWS*95 CD-ROM. С | ISION ® 


CHECK OUT THE PRE-GAME ACTION AT WIZ 
HTTP://WWW, ACTIVISION. СОМ. ES BANG! DEVELOPED BY WIZBANG! IN COLLABORATION WITH ACTIVISION. фо} 
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E3-Gaming 
Trends 


recently returned with the rest of the CP staff from 
the Electronic Entertainment Expo (E3) in Los 
Angeles, and as usual, it was full of pleasant sur- 
prises. Both the newly formed Eidos and the game 
perfectionists at LucasArts had some new goodies 
up their software sleeves. We can expect to see 
these games released later this year (check out 
our E3 roundup in this issue). Also, I was 
impressed by the overall quality of the prod- 
ucts on display. There was a clear absence of 
mediocre titles. This is another sign that the 
PC gaming market is as healthy as it ever 
was, I was particularly glad to see a dramatic 
decrease in the number of games using full- 
motion video. We might just see the day 
when horrendous FMV games are a thing of 
the past. Keep your fingers crossed 
We saw a barrage of strategy-type WarCraft 
clones and the perennial bumper crop of Doonr-style 
action games. Although this is great for fans of those 
genres, it shows a lack of imagination on the part of 
the developers. | would have liked to see more explo- 
ration of new genres 
In other developments, multiplayer game net- 
works such as TEN and Dwango will make 
their big splashes this fall. Many indus- 
try notables expect 1997 and '98 to be 
the years in which multiplayer gaming 
comes of age, and so do I. The technology 
is in place, and all that is needed now to 
make it succeed is for the industry to develop 
games that work with these net- 
works. This could add up to a lot 
of fun for gamers. 

The show's party circuit was 
as rigorous as last year's and fea- 
tured the usual array of celebri- 
ties, including Sheryl Crow 
and Peter Gabriel. Let's just 
hope that game developers 

focus on what they should 
be doing instead of deliver- 
ing hype. Bring on E3 '97 
in Atlanta! 


—Mike Davila 
Editor-in-Chief 


HOW TO REACH COMPUTER PLAYER 
America Online: CompPlayer • CompuServe: 70007,3554 • Internet: CompPlayer@aol.com 


Or, you can contact us the old-fashioned way: 
COMPUTER PLAYER, 251 Danbury Road, Wilton, CT 06897-3035, attn: communications 
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“This is the game that hardcore 
FRPG fans have been waiting for 
since the beginning Daggerfall 
will introduce players to a Mirror 
land inside their Computer that 
looks and feels like real-life ....” 


—Trent Ward, PC Gamer 
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WELCOME 


С: the games we cover, Computer 


these games as simple as humanly 
possible. On the CD, you'll also find 

some info about the mag and its edi- B 
tors. Like the game demos, this infor- 

mation will be updated monthly to 
keep you abreast of all the gaming 
info that matters. So give our CD a 
spin (when you've finished reading 
this issue, of course); we guarantee 
that you won't be disappointed. 


Player has been going through an 

evolution of sorts. We can now 
give you samples of games you're 
undoubtedly dying to try. You don't 
have to have waste any time; if you're 
interested in a particular game, pop 
our CD into your PC or Mac, and 
you're ready to roll. Our front end 
was designed to make your perusal of 


У august 1996 
Your journey through our CD 
begins here in this corridor; 
click on the door, and you’re 
on your way. 


Duke Nukem 3D 

by FormGen/3DRealms 

Website: http://www.3drealms.com 
Phone: 214.278.5655 

Here's your chance to try one of this 
year's hottest games. 


Operation: Carnage 

by Beaucomm Interactive 

Phone: 509.662.3281 

Remember Smash TV from the 
arcade (circa 1988)? Now you can 
relive the thrill of that famous top- 
down shooter without the quarters. 


Seek & Destroy 

by Epic MegaGames 

Website: http://www.epicgames.com 
Phone: 301.983.9771 

Pilot a jeep or a helicopter as you 
blast your way through enemy- 

laden levels. 


TerraNova 

by Looking Glass Technologies 
Website: http://www.lalass.com 
Phone: 800.360.7455 

Lock and load for the most intense 
mission-based action-fest this side 
of Uranus! 


Total Mayhem 

by Eidos/Domark 

Website: http://www.domark.com 
Phone: 415.616.2022 

Take command of troops that include 
up to six soldiers, and careen through 
level after level of nonstop combat. 


Tyrian 2.0 

by Epic MegaGames 

Website: http://www.epicgames.com 
Phone: 301.983.9771 

Riding the retro wave that seems to 
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GAME DEMOS INDEX 


able demos. 


4 Click on the console to 
learn a little bit about CP, 
its editors and their demo 
picks of the month. 


Click on the replicator 
to see a menu of 
game genres. 


be sweeping the computer games 
arena, Tyrian 2.0 surfed its way onto 
CP's CD. Fans of top-down space 
shooters will like this one. 


ADVENTURE 


Entombed 

by Beaucomm Interactive 

Phone: 509.662.3281 

Meander through the game's endless 
corridors (being careful, of course, to 
avoid a plethora of potential pitfalls); 


SIMULATION 


Backlash 

by Beaucomm Interactive 

Phone: 509.662.3281 

Have you ever had the urge to hop. 
into a turret and see how you'd fare 
against some airborne enemies? 
Here's your chance to satisfy 

the urge. 


Extreme Pinball 

by Epic MegaGames 

Phone: 301.983.9771 

For those of you who can't seem to 
get past the arcade scene of the 
"70s and early '805, check out this 
title by Epic. 


F/A-18 Hornet 

by Graphic Simulations 

Phone: 214.386.7575 

Grab the stick of the title craft, 

and test your mettle against some 
pretty stiff Al. All you neglected Mac 
users should definitely give this flight 
Sim a try. 


WarBirds 
by Interactive Creations 
Phone: 817.424.5638 


What could be more fun than flying 
around and shooting stuff? How 
about going online and shooting stuff 
piloted by human beings? 


Afterlife 

by LucasArts 

Website: http://www.lucasarts.com 
After you've checked out LucasArts’ 
latest creation, you'll never look at 
“god games" in the same way. 


Battleground 3: Gettysburg 

by TalonSoft. 

Phone: 410.933.9191 

Take control of eitherside as you 
fight one of the Civil Wars most 
infamous battles. 


Chess Mates 

by Interplay 

Website: http://www. interplay.com 
Phone: 714.553.6678 

Take a look at Interplay's latest foray 
into that time-honored strategy 
game. 


Chess Wars 

by Art Data Interactive 

Phone: 805.526.8080 

This non-interactive demo should 
whet your appetite for a unique spin 
on the traditional chess game. 


Third Reich 

by Avalon Hill 

Phone: 410.426.9600 

Who would have guessed that one 

of humanity's lowest points would 
someday be made into a totally hip 
computer game? See whether you've 
got what it takes to lead either side 
to victory. 


Click on your genre of 
choice to see a list of avail- 


Г 
( 


Now cli 
to the left of the game 
that you want to play, and 
follow the onscreen 
instructions. Have fun! 


SPORTS) 


Decathlon 

by Interactive Magic 

Website: 
http://Awww.imagicgames.com 
Phone: 919.461.0722 

U.S. Olympian Bruce Jenner lent his 
name to this expansive game that 
covers every facetof the decathlon. 


How does this thing work? 
Installation Instructions 


Windows 3.1 

* Insert the CD into your CD-ROM 
drive. 

e Select Run from the file термо! 
your Windows Program Manager, 
then type О\СР WIN31:EXE (assum- 
ing."D" is your CD-ROM drive) and 
click on OK to continue. 


Windows 95 

* Insert the CD into your CD-ROM 
drive. 

* If Auto Run doesn't initiate, click on 
the Start button and select Run, type 
DACP. Win95.EXE and click OK to 
continue. 


Macintosh 

* Insert the CD into your CD-ROM 
drive. 

* Double-click on the CP CD icon on 
the desktop, and then double-click 
on the CP Mac icon. 


OTHER GOODIES 

Be sure to check out the “Editors” 
section of the CD-ROM for our picks. 
of the month's hottest demos. Plus, 
our creepy pictures are sure to make 
you feel better about your own 
appearance! 
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F-22, F-22 Lightning 1, Lightning Il, Е-22 Rapier, Rapier, F22 Advanced Technology Fighter, NovaLogic, and the NoveLogiclogoae —— — 
= trademarks of NovaLogic, Inc. Copyright 1996 NovaLogic, Inc. 
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THE FLIGHT IS SIMULATED, 
THE ADVENTURE IS REAL. 
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I'm ready for thi 
Contact Splashdown Producti 


ээ № sooner do | suggest it than it comes true! Readers may remember that а few 


months ago, | suggested a computer game based on the exploits of our most 
notorious president, Richard Milhous Nixon, the wily and tormented “Trickster” him- 
self, who has since been partially rehabilitated by Oliver Stone’s rather bombastic 
movie. Graphix Zone has come up with something close to my suggestion. Nixon: 
The CD-ROM doesn't offer you the opportunity to bug, burgle and stonewall your 
way through the Washington D.C. of the late '60s and '70s; rather, it's an information 
and research resource that will guide you through the intricacies of Nixon's ill-starred 
career, with special emphasis on the tawdry Watergate affair and cover-up. There is 
a gaming aspect to be found, however. The title offers you the chance to explore a 
3-D White House in search of evidence of obstruction of justice and malfeasance at 
the highest levels of the administration. But that's only one feature of the CD-ROM. 
Apart from an unparalleled amount of information about Nixon himself, Nixon, narrat- 
ed by former deputy assistant to the prez Alexander Butterfield, contains 10,000 
pages of previously unpublished documents, more than 20 minutes of video-clip 
footage, 700 photos, an interactive timeline covering 1,000 of Nixon's most important 
days, biographies of 250 important figures in his life, the complete Watergate trial 
transcripts and transcripts of the notorious Oval Office tapes (but have the exple- 
tives been deleted or restored?). Because the CD-ROM is tied in with Stone's movie, 


there is also a good deal of material concerning the actors, backstage glimpses (compare Anthony Hopkins with the real Nixon) and 
the entire screenplay with hyperlinked footnotes that offer evidence and back-up information on the dramatization's more contro- 
versial aspects. Another nice touch is free America Online software plus 10 free hours. This allows you to link directly to the Nixon 
online area to share your ideas and questions with other Nixonophiles and -phobes (that's me!) and Watergate freaks. It also hyper- 
links you to other Nixon-related sites throughout the world. Contact Graphix Zone at 714.833.3838. 


In the Paranoid Style 


ver felt like being an assassin? | know | 
have; | even have a list of targets. But І 
find that this sort of fantasy is best kept 
safely locked up within the confines of 
my cerebellum. Now, however, Inscape is 
offering me the chance to tighten the 
crosshairs on my high-powered rifle and take 
aim at the great and the good, the best and 
the brightest. Yummy. Well actually, that's just 
the setup. Assassin—2015 puts you into a 
(nother) rotten, screwed-up futureworld. You 
play Jack Butcher, a member of an elite team 
of government-controlled bump-off artists. But 
you don't get to be a flint-hearted contract 
killer for long. An assassination attempt on a 
corporate CEO (one or two of these turn up on 
my list, funnily enough) goes all to hell, and 
Jack finds himself on the business (read: 
Sticky) end of the weapons belonging to a 
fearsome array of killing machines. Now he 
has dozens of winding corridors and hallways 
between him and the escape chopper that 
waits on the roof of the towering skyscraper. 
Ali that stands between him and death is an 
arsenal of weapons, a bunkerful of ammo and 
a keen sense of direction. Along with exhilarat- 


matic cut-scenes, high-resolution 3-D environ- 
ments and a daunting variety of realistic, 
motion-captured antagonists for you to waste, 
whack and wound, Assassin—2015 offers an 
engaging story and characters. The moral? 
The marksman can himself become the target. 
Contact Inscape at 310.312.5705. 
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ROM...James ROM 


ames Bond fans are in for a treat with 

the release by MGM Interactive of 
The Complete James Bond: An Interactive 
Dossier. The game is authorized by the Ian 
Fleming Foundation and United Artists— 
the studio that produced the billion- 
dollar-grossing movie 
series. The Complete 
James Bond has every- 
thing you could possi- 
bly wish to discover 
about the exploits of 
the world's most 
famous secret agent (a 
famous secret agent? 
Wait a minute...). This 
interactive guide 
(available for PC) is 
nothing if not com- 
prehensive. It's packed 
with fascinating 007 
trivia and tidbits. You 
can peruse profiles of 
the innumerable das- 
tardly antagonists— 
Goldfinger, Blofeld, Dr. No and Rosa 
Klebb, among others—who have pitted 
themselves against the pride of Britain's 
secret service. You can learn more about 
the dozens of shapely ladies with which 
the swinging Bond adorns himself. And 
you can bone up on the snazzy rides he 
zooms around in (Aston Martin DB-5s, 
Lotus Esprits, Gyrocopters, etc.) and the 


Feel Lucky, Punk? 


А: if James Bond on CD-ROM weren't 
already an overdose of he-manliness 
this month, here comes Eastwood on a 
two-disc CD-ROM set that will tell you 
everything you ever thought you'd need 
to know about the Man with No Name. 

In the years since “Rawhide,” Clint 
Eastwood has parlayed his fairly one- 
dimensional acting into a unique status as 
the American icon who replaced John 
Wayne. Appropriately enough for the '70s, 
Eastwood's screen 
persona was shot 
through with moral 
ambiguity, and vio- 
lence and desolation 
always lay some- 
where in his back- 
ground. In the last 
20 or so years, his 
career as a director 
in the mold of his 
two mentors, Sergio 
Leone and the great Don Siegel, has 
brought him the respect that he has long 
deserved (certainly since “The Outlaw 
Josey Wales” in 1976), but that was denied 
him for so long. Now, in his seventh 
decade and still going strong as an accom- 
plished artist and Mister Boffo Box Office, 
Eastwood shows no sign of letting up. 
More power to him! Eastwood, the CD- 
ROM, gives you all this and more. All 53 
of his movies are here, from 1955's 
"Revenge of the Creature" to 1995's "The 
Bridges of Madison County," complete 
with video and audio clips, original movie 
posters, cast, credits, original reviews and 


intimidating arsenal of high-tech weaponry 
and gadgets that he usually has secreted 
about his person, just in case. In addition, 
you'll have access to tons of full-motion 
video clips of 007's finest moments, taken 
from the 17 Bond movies since Dr. No 
appeared in 1962. 
Check out those rivet- 
ing chases by land, 

sea and air; gasp at 

the awfulness of the 
double-entendres; and 
enjoy "classified" 
bloopers. The Complete 
James Bond offers you 
loads of entertaining 
text, photographs and 
video and audio clips, 
plus a bunch of mater- 
ial not previously 
available in any med- 
ium. Last, there's a 
trivia game to test your 
mettle as a Bond obses- 
sive. My only quibble? 
The box art shows Brosnan, Dalton, 
Moore (less, please!) and Connery, but 
poor old George Lazenby, the admittedly 
rather wooden star of the excellent “On 
Her Majesty's Secret Service," is missing, 
like some nutty old relative they're 
ashamed of. Why? 

Contact MGM Interactive at 
310.449.3000. 


EAS УУ МУС DXX э» 


тоге. 
You can immerse 
yourself in your favorite 
scenes, from the final gun 
battle in “The Good, The 
Bad and the Ugly,” to the 
famous “Make my day” 
scene from “Sudden 
Impact.” Plus, there are a 
few surprise clips from Clint's early TV 
appearances on "Mister Ed" and 
“Maverick.” Most valuable of all, in my 
opinion, are the lengthy interviews with 
ole Squinty himself. They provide reveal- 
ing commentary on his entire career, on 
simultaneously acting and directing, on 
his feelings about his more notorious and 
controversial roles and on movies and 
Hollywood in general. As is usually the 
case with a disc like this, Eastwood con- 
tains a trivia quiz to test your knowledge 
of things pertaining to Clint. It's makin’ 
my day already. 

Contact StarWave at 206.957.2000. 
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WTENCED TOOR 


iacom New Media and Zipper Interactive have formed 
V a strategic partnership to develop original titles, the first 

of which is the very promising DeathDrome. The game 
is set in another of those overcrowded, crime-ridden, quasi- 
fascist dystopias so beloved of game developers these 
days. In this version of the future, convicts are at the mercy 
of the splendidly named Committee for Recreational 
Termination. And reminiscent of "Escape from New York" 
and "Logan's Run," criminals are given a choice: accept life 
imprisonment, or compete for freedom in a no-holds-barred 
tournament to the death. In the most popular of these lethal 
contests, the players are confined to the DeathDrome with 
other criminals who drive high-powered, souped-up runners. 
Quick reflexes, cutthroat strategy and the weapons you can 
pick up are the only resources available to you. DeathDrome 
looks as if it will combine the split-second timing of super- 
Mach racing with violent action. It features ultra-realistic dri- 
ving/combat physics, eye-popping 3-D graphics and high- 
energy music and sound effects. We're ready! 
Contact Viacom New Media at 212.258.6000. 
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T hey're not turning.movels into just movies these days; 


Holy Catfish! 
It's DC ROMics 


The adaptability of DC Comics' numerous 
characters, especially Batman and 
Superman, seems to have no limit. From 
their lowly origins in pulps and comic books 
in the '30s, these firm and erect superfolk 
have managed not only to conquer the 
world as agents of a beneficent strain of 
American cultural imperialism, but they've 
also taken on every new medium that has 
been thrown their way. First it was radio, 
then movies, then television, then video 
games. Another generation of movie and TV 
versions has been scoring big-time at the 
box office and in the living room; now sud- 
denly, along comes a new medium, the CD- 
ROM. The mighty, lantern-jawed super- 
heroes hurry to their phone booths and 
Batcaves to gird their loins with exterior 
underwear 
and slip into 
their fetch- 
ing capes, 
the better to 
fight evil, 


venality and un-American naughtiness, 
wherever they may find them. After all 
those previous media, hey, CD-ROM will be 
a walkover. That's what Inverse Ink 
believes, anyway, and | tend to agree. The 
Mountain View, CA-based multimedia 
developer has an arrangement with DC 
Comics to bring comic books featuring the 
DC superheroes to an entirely new audience 
on CD. Inverse will use its graphic comic- 
book engine to combine source material 
from DC's classic '60s animated TV shows 
with comic-style art, new animation, 
morphs and an original musical score on 
hybrid PC/Mac CD-ROMs. The products 
retail for a palatable $9.99. The first titles 
are Superman: The Mysterious Mr. Mist, in 
which the said Mr. Mist, a thoroughly nasty 
denizen of the Earth's depths, comes look- 
ing for a queen and fixes his randy gaze on 
the fragrant Lois Lane, much to 
Clark/Superman's horror; Batman: Partners 
in Peril, which features appearances by 
Batgirl, the Riddler, the Joker and 
(purrrr...) Catwoman in a variation on the 
Gotham-in-grave-danger scenario; 
Aquaman: War of the Water Worlds, teatur- 
ing the King of the Seven Seas and his side- 
kick, yup, Aqualad, going flipper-to-flipper 
with the evil underwater overlord, Slant; 
and Superboy: Spies from Outer Space, 
which has the mild-mannered foster son 

of Jonathan and Martha Kent (a '60s ver- 
sion of Clark) doing his American Way- 
preservation thang with the faithful Krypto 
the Superdog panting efficiently at his side. 


PUBLICATIONS 


The series is available at computer outlets 
and comic book stores. Look for more titles 
as they appear. 

Contact Inverse Ink at 415.938.1118. 


Online Freebies 
Everybody knows that the Internet is an 
incredible resource for information-gather- 
ing and research, for à 
communicating easily 
with people of like 
minds and similar 
interests and for gener- 
ally improving the lives 
of its users. It's also a 
veritable gold mine of 
free stuff if you know 
where to look. To that 
end, the best invest- 
ment you can make 
right now is the second edition of Patrick 
Vincent's "Free Stuff from the Internet" 
from Coriolis Books. Divided into nearly 30 
sections, with each subdivided into 
between 10 and 25 categories, the book is 
pretty comprehensive. Check out some of 
these headings: Arts and Culture, Books 
and Literature, Business and Career, 
Computers and Software, Government and 
Politics, Food and Cooking, History, Humor, 
Health and Nutrition and of special interest 
to our readers, Games. The last of these 
offers you things like the 3-D Gaming 
Scene, the Sega Website, online баскдат- 
mon sites, the Software Shack and many 
other tasty game-related goodies. "Free 
Stuff from the Internet" retails for $24.99, 
but you'll probably recover that outlay in a 
matter of hours. 

Contact Coriolis Books at 602.483.0192. 


Skywalkin’ 

Interactive Magic's Star Rangers, the strat- 
egy/intergalactic dogfighter sim that resitu- 
ates manifest destiny and the settling of the 
frontier in outer space, has now been 
blessed with its very own strategy guide 
from Sybex. “Official Star Rangers 
Strategies and Secrets” by Dan Irish will 
tell you how to avoid the Tauregs and their 
cannibalistic dietary habits in your role as a 
Star Ranger who patrols the nethermost 
reaches of space. You'll find walkthroughs 
for all 17 missions, game cheats, expert 
analyses, vital inside information on the 
characters in the Star Rangers universe and 
complete 
ship and 
weapon 
specifica- 
tions—so 
customizing 
your ship 
should be no 
problem at 
all. An 
included CD- 
ROM will 
bulk up the 
book's effectiveness and contains demos of 
other games from Interactive Magic. So get 
going; you have an intergalactic frontier 

to guard. 

Contact Sybex Books at 510.523.8233. 


VR Surfin’ USA 


The latest arrival on the 
gaming eyewear front to 
come our way is the VR 
Surfer from VRex Inc. The 
VR Surfer is wireless 
stereo 3-D technology 
that works with comput- 
ers and television, and at 
a price—$69—that will make 3-D visuals available to all kinds of consumer. The 
VR Surfer incorporates true “stereo” images with patented technology that 
enables the left and right eyes to see two separate views of an object at the same 
time. This creates the illusion that the image or moving picture is actually popping 
off the screen. The kit comes ready to use with lightweight 3-D eyewear, an 
infrared transmitter, 3-D video:ape and software on CD-ROM, including games 
and MS-DOS and Windows applications software. Gone are obstacles that have 
hindered previous attempts in this area, like flickering, cables, badly designed 
headsets and headache-inducing cardboard glasses. And the VR Surfer has been 
designed with other applications in mind beyond simple gaming. Also provided is 
software that allows users to adapt their own graphs, charts and images created 
in programs like Excel, Word, Powerpoint and 3-D Studio, among others. Now 
3-D should become available not just to the luxury addicted gamers, but also to 
families, small businesses and classrooms. And that's got to be a good thing. 
Contact VRex at 914.345.8877. 


Circumnavigate the @World 


Sound by the Pound 


Are you fed up with the tinny little 
speakers that currently limit the 
intensity and realism of games? 

Jazz Inc. may have exactly what 
you're looking for. The company has 
come up with a new and relatively 
inexpensive sound system that 

allows you to customize the quality 
and the balance of your multimedia 
setup’s 3-D sound. Two new mod- 
els, the JS-200 and the JS-300, 
feature a unique, three-position 3-D 
enhancement system that controls 
the levels of 3-D sound. With a flip of a - 
Switch, users can set the 3-D sound to the music setting 

for a smooth, rich 3-D effect that emphasizes vocals, the theater setting for 
a fuller, rounded 3-D effect that balances music and vocals, or the game set- 
ting for an extreme, high-intensity 3-D effect that creates a wide, deep 
sound. These settings allow the user to manipulate and easily customize the 
sound as never before. The JS 3-D series also comes loaded with features 
usually found only on more expensive speakers, such as two inputs for con 
necting two audio sources, controls for volume, bass, treble and balance, a 
headphone jack and microphone bypass jack and buttons for 3-D on/off 
mute and power. Jazz Inc.'s speakers are PC- and Mac-compatible and can 
also be bought with the JS-900 wood cabinet subwoofer. Crank it! 

Contact Jazz Inc. at 818.336.2689. 


It has been a while coming. We've trailed it in these pages before, but now it's arrived at last. Jointly developed by 
Bandai and Apple Computer, the Bandai QG World is based on Apple's Pippen technology, which was designed to 
provide a complete computer-style multimedia experience in a plug-and-play configuration. And you don't need to 
be a software dweeb to set it up. With no need for a computer, you simply plug it into the A/V jack on your TV and 
into the phone jack in the wall. From there, it's a simple step to access the World Wide Web, play all kinds of CD- 
ROMs and enjoy e-mail access—all without the hassle, gremlins and sheer cost associated with a full-on computer. 
There are no operations systems or files to deal with. The base unit is powered by a Motorola 603 Power PC RISC 
chip with quad-speed CD-ROM, a serial port, S/Video and Composite Video and VGA support for the TV or VGA 
monitor. Multiple controllers can be plugged into the base unit simultaneously. All in all, the &World goes a long 
way toward leveling the playing field between consumers with home computers (statistically more likely to live in 
households with annual incomes of $70,000 and above) and those without. Retailing at around $599, the G World 
comes in at about half the price of your average, decently accessorized PC and offers low- and medium-income 
families a good many of the PC's advantages. Look for it now. 

Contact Bandai Digital Entertainment at 310.404.1600. 


Macintosh Games 


1. Warcraft Il: Tides of Darkness hy Blizzard 
2. Civilization 2 by MicroProse 
3. Myst by Braderbund 
4. Descent II by Interplay 
5. Microsoft Flight Simulator by Microsoft 
6. Command & Conquer by VIE 
7. Jane's Advanced Tactical Fighters by 
Electronic Arts 
8. Mechwarrior II by Activision 
9. Ultimate Doom: Thy Flesh Consumed by 
GT Interactive 
10. Zork Nemesis by Activision 
11. Top Gun: Fire at Will by MicroProse 
12. NBA Live by Electronic Arts 
13. Heretic by GT Interactive 
14. Doom II by GT Interactive 
15. Wing Commander IV by Electronic Arts 
16. Microsoft Return to Arcade by Microsoft 


Seen onsen 


The LucasArts Macintosh Archives by LucasArts 
Myst by Braderbund 

Warcraft: Orcs and Humans by Blizzard 

FA-18 Hornet by Graphic Simulations 

X-Wing Collector Edition by LucasArts 

Top Ten Pack by Electronic Arts 
Phantasmagoria by Sierra 


Every month, the editors of Computer Player 
have the dreadful task of deleting games off 
our hard drives. Although we hate doing it 
(actually, there are a few we've enjoyed 
deleting), it must be done to make room for 
the incoming batch. Yet there always seem to 
be about five games that we just can’t bring 


SimCity 2000 by Maxis ourselves to delete no matter how hard we 
Doom ll by GT Interactive try. This month’s winners are: 
Links Pro by Access 


CD-ROM Games 


Warcraft Il: Tides of Darkness by Blizzard 
Civilization 2 by MicroProse 

Myst by Braderbund 

Toy Story Animated Storybook by Disney 
Descent II by Interplay 

Pocahontas Animated Storybook by Disney 


. Command & Conquer by VIE 
Jane's Advanced Tactical Fighters by Electronic Arts 
. Mechwarrior Il by Activision 


Microsoft Flight Simulator hy Microsoft 


ker and Taylor's 


Selling CD-ROM Soft 
ware for April '96 


1. Conquest of the New World by Interplay 
(IBM PC CD) 

2. Quake (public test) by Id (IBM PC) 

3. Close Combat by Microsoft (IBM PC CD) 
4. Civilization 11 by MicroProse (IBM PC CD) 
5. Duke Nukem 3D by FormGen (IBM PC CD) 


1. C&C: The Covert Operations by Westwood 
(IBM PC CD) 

2. WarCraft Il: Beyond the Dark Portal by 
Blizzard (IBM PC CD) 

3. Quake (public test) by Id (IBM PC) 

4. Fantasy General by SSI (IBM PC CD) 

5. Duke Nukem 3D by FormGen (IBM PC CD) 


i S pas im и Ü by а 1. Alone in the Dark by Braderbund 
. You Don't Know Jack by Berkeley 2. Bad Day on the Midway by Inscape 
19. C&C: Covert Mission by VIE — 3. Civilization 2 by MicroProse Небере нер) sad 
20. The Need for Speed by Electronic Arts 4. Front Page Sports Football Pro by Sierra а ү M ben 

E 5. In the First Degree by Braderbond n х 
Al een exe ee end Mn 6. Indian in the Cupboard by Paramount Interactive Horta et N un cD) кєй 
for the month of March 1996. The list is based on units 7- The Lost Mind of Dr. Brain by Sierra 5. Total Mayhem iM DO аи PC CD) ) 
sold by 16 retail chains that represent more than 4,500 8. Mechwarrior Il by Activision х 
stores. For more information, contact PC Data at: 9. Myst by Braderbund 
703.435.1025. 10. Myst (Mac Version) by Braderbund 
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ANDERSON, 


I NEED A VOLUNTEER. 


THAT TANK UP THE 


ROAD? SOMEONE'S GOTTA 


TAKE IT OUT. 


I NEED SOMEONE 1 CAN 
COUNT ON. SOMEONE WHO'S 

MAN ENOUGH TO RUN 
THROUGH MACHINE GUN FIRE 


TO GET THE JOB DONE. 


AND ANDERSON, 
THERE COULD BE A MEDAL 


IN IT FOR YA. 


4 


Anderson, Chuck. Sergeant. Leads 2nd Platoon’s Recon team. Probably gotta 


wife back home. Damn good soldier. You-give him an order and he figures 


out the best way to get the job done. So what's he doing cowering behind 


that bombed-out farmhouse? 
Saving his own butt. 
That's what you should expect if you order him to do something crazy. In 
Close Combat everything reacts like 
it does on the battlefield, from 
the ripping canvas hiss of the German 
MG42 machine gun to the screams 
of the.men it hits. It all goes down 
right in front of you. In real time. 
So there's no time to thumb through 
the manual. You work your mouse like 
a weapon. Point and click and boom, 


the shooting starts the second your 


men step off Omaha Beach and it don't let up 'til they've 


taken Saint-Lô. Troops, terrain, situations —if you want 


Whioh side 
jou gonna take? to get any more accurate, you'll have to shave your head. 


Wanna go head to head with other military geniuses? All you 


need is a TCP/IP connection. And guts. Lownload the trial 
version and start your 
To experience Close Combat visit your nearest Rasio training today. 


recruiter or head straight forthe battlefield 


at http://www.microsoft.com/games/kickbutt/ 


Microsoft: 


TO 


by Jeff James 


eviewed in the premier issue of 
В Computer Player (June 1994), 

Bethesda Softworks’ The Elder 
Scrolls: Arena was arguably one of the 
most popular role-playing games of 
all time. Our own Don Juan of the 
gaming trade-show circuit, Zach 
Meston, gave the game an 
unqualified recommendation: 
“Sum it up in three words: go 
get Arena.” 

Almost three years have 
passed since Arena appeared, and 
now Bethesda is about to release 
the eagerly awaited next chapter 
in the Elder Scrolls universe: 
Daggerfall. As the release nears, 
role-playing enthusiasts are aflut- 
ter with anticipation, undoubt- 


Weather effects are 
nicely done, like the rain 
in this forest shot. 


This 
Centaur is 
one of the 
many adver- 
saries you'll 
face in 
Daggerfall. 


edly asking themselves, “Will Daggerfall live up to 
the standard set by Arena?" 

After spending a humid afternoon at the 
Bethesda offices looking at a pre-release version 
of Daggerfall, I can answer that with an 
unequivocal “Yes.” Daggerfall is more than just 


“Its easy to make а game that's different. What's hard is making а 
different game that people actually want to play." 


—Julian LeFay, lead Daggerfall designer. 


IN THE WORKS AT 
BETHESDA 


Daggerfall isn't the only new game coming from 
the inventive bunch at Bethesda. Slated to ship 
this September, SkyNet takes the gameworld 
from Terminator: Future Shock to new heights 
with an explosive combi- 
nation: eight-person mul- 
tiplayer capability and 
the latest iteration of the 
X"Gine. | gave this one a 
spin at the Bethesda 
offices and came away 
impressed. Players can literally shoot the head off their opponent's shoulders and 
then punt the unfortunate noggin' down the street with repeated shotgun blasts, all 
while the beheaded victim views the gameworld from a spinning, body-less vantage. 

Next up is X-Car, a high-performance racing game that throws the player into the 
flame-retardant jumpsuit of an experimental racecar driver. Bethesda isn't known for 
its auto racing titles—X-Car is actually its first—but this game could change that. 
Look for X-Car in the October/November time frame. 

Finally, | was given a glimpse of The 10th 
Planet, an impressive Wing Commander- 
style shooter tentatively slated for a January 
1997 release. Although the version of 10th 
Planet | saw was created with current 
X"Gine technology, project leader Kaare 
Siesing indicated that the final incarnation 
will ship with a vastly improved version of 
the game engine. Regardless, 10th Planet 
looks hotter than a five-dollar microwave. If 
you're into games like X-Wing, keep an eye 
out for it. 


SKYET 


The Terminator goes multiplayer 
in SkyNet this fall. 


The 10t Planet 


Move over, Pluto; The 10th Planet is stealing your 
place in the sun. 


High-octane racing gets a molar-rat- 
tling boost in X-Car. 
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a sequel; it takes the gameworld introduced in 
Arena to stunning new heights and packs it 
with a heretofore unseen level of depth and 
detail. There are scads of new features and 
improvements, including an all-new storyline 


Great animated segues—like this shot of a levi- 
tating skeleton—are interspersed throughout 
Daggerfall. 


that remedies some of the problems caused by 
Arena’s “anything goes” philosophy of adven- 
turing. A custom-class creator allows gamers to 
roll their own character classes from scratch, 
while magic items and spell makers are avail- 
able—when your character has enough experi- 
ence—to create powerful artifacts. 

Although gameplay will be more focused 
than it was in Arena, there are still literally 
thousands of hours of play time and more 
than 30,000 locations to visit in Daggerfall— 
far from a confining limit. Interaction with 


ptual sketch 
of some of the 
characters in 
Daggerfall. 


non-player characters has also been improved 
with more characters to converse with and 
accept quests from. And while Arena briefly 
skimmed over adult subjects and content 


Get a jump on Daggerfall with Eric Glenn's 
Web page. 


DAGGERFALL 
WEBSITES 


http://www.bethsoft.com 


but there's a better way. Thanks to Eric Glenn—a com- 
puter science major at the University of Oklahoma— 

Daggerfall devotees can access an alternative informa- 
tion source on the world of Tamriel. Rivaling Bethesda's 


own site in terms of content and polish, Eric's Web 
age is at 


http://www.ecn.uoknor.edu/-esglenn/dagger.html. 


such as prostitution, organized crime 
and other illicit activities, Daggerfall 
is a more mature game for older audi- 
ences. Brief nudity, adult language 
and other situations will be presented 
periodically. "We wanted to give the 
player as much freedom as possible in 
our gameworld," says Julian LeFay, 
Daggerfall’s lead designer. "But our 
ChildGuard feature will allow gamers 
to tailor the mature content to fit 
their own personal preferences." 

As the player's onscreen persona 
gains experience and status, he or she 


can join one of Tamriel's many factions and 
guilds, ranging from the lowly thieves' guild to 
more noble organizations. Seasoned adventur- 
ers will have the option of buying a home to 
use as a base of operations and as a place to 
store loot and hoard equipment. There is a 
legion of other new features, too: a new 3-D 
map, a graphical spell system, more intricate 
dungeon designs, new artifacts and dozens of 
new monsters. Unfortunately, it looks as if the 
final version will ship without some oft- 
requested features, such as support for SVGA 
graphics and multiplayer game options. The 
game also seemed a bit sluggish on anything 
less than a fast Pentium machine, but Bethesda 
promises that the game will be speed- 
optimized before release. The vast major- 
ity of role-playing gamers will gladly 
overlook these shortcomings and throw 
a few elbows to be the first in line when 
Daggerfall ships early this fall. They 
won't be disappointed in the least. 


Want the latest info on Daggerfall? The uninformed can 
wing their Web browser over to Bethesda's Website at 


X"Gine: the power behind 
Bethesda's new product line. 


X"GINE 


The programming muscle 
behind Bethesda's new 
games is provided by X"Gine, 
a high-performance graphics 


and game engine. This cus- 
tom 3-D graphics technology 
gives the new games realistic 
shading, fractal terrain, SVGA 
graphics, dynamic light 
Sourcing, texture mapping 
and weather effects. 
According to Bethesda's R&D 
manager Kaare Siesing, 
games currently in develop- 
ment at Bethesda offer even 
more realism. “The 10th 
Planet will feature the most 
advanced X"Gine technology 
yet,” Siesing says. 


| As you can see, 


Bethesda took 
great pains to 
make the sky in 
Daggerfall look 
realistic. 


If you have 

arachnophobia, 
this is your 
worst night- 
mare. Bash 

You can't kill away! 

everyone you 

meet! 

Sometimes, you 

have to talk to 

people like 

these villagers. 
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by-Glenn Broderick 


Star Trek 


System: IBM PC Mac 
Genre: action 

Publisher: Interplay 
Developer: Interplay 
Available: fourth quarter '96 


movies and the TV series. The 
premise of "Star Trek" allows for 
endless, interesting episodes and 
incarnations. A host of "Star Trek"- 
based CD-ROMs. They weren't all 
equally loaded with fun, but they 
were well-received by computer ` 
geeks and Trekkies. This has been 
the problem: if the game was true to 
the “Star Trek” world, it wasn’t that much 
fun. If it was a lot of fun, odds are it was 
only loosely based on “Star Trek.” 
Interplay hopes to solve this problem 
with Star Trek: Starfleet Academy. Trekkies 
will see all the specs of their favorite 


«> % ships, and gamers will get to use the 
ships to blast apart the universe and 


ignore the Prime Directive. 

« A simulator for a craft that has never existed 
seems to be an oxymoron. Interplay is doing all 
it can to suspend gamers' disbelief just long 
enough for them to sit down and get sucked 

Š into what it is hoping will be a unique flight 

~ sim. The plot sounds good enough (especially 
for those of you who drive around with a 
Starfleet Academy sticker in your rear window). 
You are a cadet in the Starfleet Academy. Your 
job is to complete 27 missions to get your 


“The premise of “Star Trek” allows for endless, interesting 
episodes and incarnations.” 


sheepskin. The plot is deceptively simple and 
may remind you of a more arcade-like shooter 
Rest assured, however, that the story driving 
this flight sim will play a big role in 
the outcome. Depending on the deci- 
sions you make during training, you 
could end up in one of three possible 
endings. You can also spin off into a 
variety of subplots; all of these plots 
will have a significant effect on you, 


Руе always wondered what it 
would feel like at the helm of 
the Enterprise! 


Welcome to the Captain’s quarters; hey, is that 
a picture of William Shatner I see? 
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Starfleet Academy 


'm a big fan of the “Star Trek” i _ 


a" €... pr ui 
your i 
classmates < % 
and the | 


Academy. Fans of 
the show and people who 
just like a good story won't be let down. 

Of special mention is the star power 
Interplay is pulling together for Star Trek SA's 
imminent release. Am I talking about Patrick 
Stewart or Jonathan Frakes? No way! I'll give 
you à hint: one of the guys participating did an 
album on which he performed a stirring rendi- 
tion of the Beatles' "Lucy in the Sky with 
Diamonds." Have you guessed yet? No, not 
Leonard Nimoy. I'm talking about Captain Kirk 
himself, William Shatner. Joining him will be 
Walter "Chekov" Koenig and George "Sulu" 


pum 


If they can reproduce this in gameplay, there will 
be a lot of happy Trekkies out there. 


Takei. Interplay promises that the roles the stars 
play will be more than cursory. Captain Kirk, 
Chekov and Sulu will all appear in FMV 
sequences as Starfleet Academy instructors; 
they'll teach you the skills you need to com- 
plete the game successfully. This alone should 
draw a lot of you to the local software store the 
day Star Trek: SA comes out 

A game like Star Trek: 5A has been a long time 
coming. While virtually every aspect of the "Star 
Irek" saga has been explored ad nauseam in 
other CD-ROMs, very few have fully explored 
flight simulation. The seemingly impossible task 
of simulating a fictitious craft is about to 
become a reality. This title has the story and the 
star power to attract a lot of people. Like every 
other game, though, the true proving ground 
will be on PCs this holiday season. 


Coming soon on CD-ROM 


http://www.activision.com 


vision is a registered trademark and Interstate ‘76 is a trademark of Activision, Inc. © 1996 Activision, Inc. All rights reserved. 
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by Glenn Broderick 


ast night, while I sat in front 

of my TV dressed in full cam- 

ouflage and a flak jacket and 
watched “Apocalypse Now,” it 
occurred to me just how much I 
like war games. Though I’m no 
Patton, I enjoy a good romp in 
the killing 
fields as much 
as the next guy. But what's a 
war gamer to do? I've played 
C&C to death, WarCraft II 
has been on my machine 
since the Dark Ages and Red 
Alert won't be out for a 
while. As I broke out the cold 
cream to wipe the war paint 
off my face, I remembered 
that Close Combat was wait- 
ing for me at the office on my 
desk, luring me back to work. I 


This pop-up 
menu gives 
you all the 
options you 
need for your 
troops. 


resisted the temptation to go back and play 
Close Combat at 11 p.m., but I was so worked up 
over the idea of playing a good war game that I 
watched "Full Metal Jacket" for the zillionth 
time. Yeah, I definitely needed a happenin' war 
game to break the monotony. 

I arrived at work the next morning after a 
nice breakfast of eggs and venison and eagerly 
popped the Close Combat CD (hmm, CC and 
C&C—any connection?) into the tray 
and waited to be blown away. 
Following in the footsteps of many 
current war games, CC is reality- 
based. Its multitude of scenarios is 
based on a series of battles that 
occurred during World War П. It 
begins at Omaha Beach, June 6, 1944 
(D-Day) and ends on July 18, 1944, 
at Saint-Ló. 


"It is obvious that a great deal of time 
was spent ensuring that every 
occurrence was historically accurate." 


You can 
drag your 
line of fire 
anywhere 
on the 
screen. 


Between June 6 and 
July 18 there are six 
operations, each 
broken into smaller 
maneuvers. If you 
play the campaign 
mode, you'll begin 
at the first battle on 
June 6 and finish 
with the last maneuver on July 18. You can play 
the individual maneuvers in any order. I recom- 
mend that you do this to familiarize yourself 
with game mechanics. It is obvious that a great 
deal of time was spent ensuring that every 
occurrence was historically accurate. 
Complementing the historical accuracy is 
some unique gameplay. You'll have to decide 
whether you want to fight as the good guys 
(the U.S.) or the bad guys (Germany). Even 
though this is a real-time combat game, СС uses 
a different interface from the one in games such 
as C&C and 
WarCraft. When you 
click on different 
troops, you get a 
menu that gives you 
a choice of several 
actions. These include move, move fast, fire, 
smoke, defend and hide. After you've chosen an 
action, drag the mouse to your command's tar- 
get or location. A wide variety of troops further 
thickens the mix. From light artillery to heavy 
tanks, they're all here. These diverse options are 
certain to heighten the game's addictive quality. 


The zoomed-in follow map (bottom right) is avail- 
able only in hi-res mode. 


Close Combat is very close to completion. The 
version we previewed had only a few bugs. For 
those of you who are sick of C&C-esque game- 
play, or for those of you looking for something 
new, CC might be the ticket. Look for a full 
review soon. ВР 
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iNTRODUCcIiNG Afterlife? тне Last WORD IN SIMS. 


Welcome to Afterlife. The first world-building 


л 
: AFTERLIFE simulation that lets you manage two prime planes of 
+ 


ч “unreal estate"—heaven and hell—simultaneously. 
"Y 
br з 


Possessed of an unearthly sense of humor, it all begins 


in a God-knows-where galaxy. There, billions of departed 


souls hunger for you to give them what they deserve. 


Start with the Pearly Gates of Heaven 


or the Fiery Gates of Hell, zone in blocks of deadly Disasters or ovine 
T PROPORTION INCLUDE Disco INFERNO 
Sins or goodly Virtues and build some roads. (PicrunED), HELL IN A HANDBASKET 
WiNDOws 95, DOS AND MACINTOSH 
eX-ROM Soon, the dearly departed arrive in droves. AND HEAVEN NOSE. 


Keep them happy and you flourish. 
Lose too many along the way and it's a visit from 
the Four Surfers of the Apocalypso (not a good time). 
Factor in a half-dozen or so disasters (not including 
total annihilation), money problems, lost souls, 
headaches on the planet below, and things 


get complicated in a hurry. 


With over 200 artistically rendered rewards, 
Reep SOULS HAPPY BY PROVIDING 
THEM WITH THE REWARDS AND 
graphs and charts than you can shake a pitchfork at, PUNISHMENTS THEY EXPECT, INCLUDING 
ETERNAL AFTERNOON, TOOTH OR 
DARE AND DREAMADISE (PICTURED). 


Вопр AND MANAGE TWO PLANES, 


nearly 300 detailed tiles and buildings, more maps, 
HEAVEN AND HELL, SIMULTANEOUSLY. 


plus the most sophisticated engine of any sim game 


beginning with the letter “A,” you've got 


infinite hours of game-play. 


Afterlife: Reach the end or die trying. 


we 


Jasper WORMSWORTH AND ARIA JTfouow THE HIGHS AND LOWS 
GOODHALO HELP YOU KEEP TRACK OF http: /Awww.lucasarts.com OF INDIVIDUAL SOULS THROUGH 
YOUR SUCCESSES AND FAILURES. THE SOULVIEW FEATURE. 
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CHEAT MODE 


в TIPS = TRICKS = PASSWORDS = GAME SECRETS 


by KEVIN J. McCANN 


UbiSoft for IBM PC CD 


Y CHAT CODES 


gerous world. When the going 
gets rough, it's time for some 


bosses in his path. To aid 
Rayman, enter any of the fol- 
lowing codes during play. 


peaceful, beautiful world of 
Rayman. Nefarious goons, 
killer fish and gigantic bosses 
are just a few of the threats 
that the disembodied hero 
must overcome to restore 
bliss. 
Though Rayman packs 
a long-range punch and 
sports a hairdo that lets 
him fly like a ‘copter, there's 
no smooth sailing in this dan- 


Е: has befallen the once 


RAYLIVES: are you using up 
lives as if there’s no tomor- 
row? This code will provide 
approximately 99 tomorrows. 
RAYPOINT: invigorates 
Rayman with five energy 
points. 


tough cheats that will help 
Rayman boost his powers, live 
longer and overcome the das- 
tardly minions, obstacles and 


RAYWIZ: supplies 10 addi- 


tional 05. 


POWER: steepen the learn- 
ing curve with this code to 
give you all of Rayman's 
abilities instantly. 


GOLDFIST: makes Rayman 
a gifted Golden Glove boxer. 


ReadySoft for IBM PC CD 


ou figured that it was just 
a routine tech call to fix a 
computer at the local, sin- 


ister castle at the top of jagged 
peaks. When Fritz let you in, his 


fate against Fritz's arsenal, 
there's always something 

else ready to take you down 
fast. The following is a walk- 
through of moves that take you 


finish. Of course, 
you'll have to 
get the timing 
right, but at least 
you'll know what 


meat hooks of hands were a through the castle and to the to do. 
good indication that no matter 
how much you get paid, this 
job isn't worth it. But being a START: Garden: R, В, U, L, L, L, L, D, D, В, U, U 
diehard tech at heart and need- Hallway: L, U, L Statue: L, L, L, L, Б, В, Е, D, Б F A В, В, L, В, 
ing some extra cash for the Conservatory: L, В, F, U, L ЕРЕВ ЕЕ 
coming weekend, you stepped Hall mi "m 
inside the chaotic castle of Dr. im Halwa: 
Brain. Red Witch: U, R, F, В, В, R, D R, U, F, U, В, В, Е Library: D, L, F, F, U, U 
Even with an unlimited num- Haliway: R Bedroom: D, L, U 
ber of continues, it isn't easy у g 
staying alive in Braindead 13. If Му АЕ Hallway: 
you aren't getting a hickey from d Conservatory: L, В, Б, U, L 
a beautiful vam- Hallway: U, R Hallway: U 
iress or Witch: 
ide a Бе ЕЕЕ вове Moose: В, F, U, В, В, L, В, 
nasty Hallway: R D, L, В, U, L, В, U, L, В, В 
Conservatory: R, L Hallway: L, U 
Hallway: R Fritz Showdown: F, L, F, F, F, L, F, R, L, R, L, F, 
Bedroom: D, F, F, F, R R, F, L, F, R, F, L, R, L, R, F 
Library: D, U, R Brain Chamber: L, R, R, D, L, R, D, F, R, U, D, 
F, D, F, F, F, U 
Hallway: U 
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ripping the magical sword 
G tightly, you cut down the 

various minions who pro- 
tect the head witch. Kobold 
parts go flying as you slice and 
dice your way toward the witch 
At last, there's nothing between 
you and your goal. Smiling 
grimly at the witch, you step 


Capstone for IBM PC CD 
EEENNNNN CHEAT CODES 


GameTek for IBM PC CD 


forward and lift your sword, 
and the blade falls off. And all 
you have left is a worn dagger. 
Whether you want to make 
your weapons unbreakable or 
make yourself unbreakable, 
Witchaven II comes loaded with 
cheats to help you through the 
dangerous caverns in your 


witch hunt. Type 
any of the follow- 
ing codes during 
play to activate 
them 


WEAPONS: makes you a walking armory. 
SPELLS: gives you all the spells. 
POTIONS: supplies you with all potions. 


MARKETING: turns on God Mode and increas- 
es your experience points. 


HEROTIME: gives you heroic strength and 
speed. 


INVIS: makes you invisible. 
SCARE: casts the Scare Spell. 
FIREBALL: throws a fireball. 
FREEZE: freezes your opponent. 
` MAGICARROW flings the Magic Arrow Spell. 
NUKE: nukes nearby enemies. 


NIGHTVISION: lights up rooms with the Night 
Vision Spell. 


OPENDOOR: invokes Open Door Spell. 

FLY: weaves Fly Spell. 

NOBREAK: no more broken weapons. 
RAFAEL: alters the wall patterns. 

HEALTH: enhances health. 

STRENGTH: brings out your hulking strength. 


he client slides into the 
back seat, keeping a level 


gaze on you in the rearview 


mirror. "| want you to clean the 
sidewalk," he rasps, "and I'll 
give you $3,000 for a job well- 
done." He proceeds to give you 


the address, but all you're 
thinking about is the money! All 
that cash, just for an easy, risk- 


pedestrians 


free sweeping job. 
You slam the 


LEVEL AND MISSION SKIP CODES 


Suddenly, a quartet of 
heavily armed vehicles burn 
around the corner, spraying 
lead and missiles at you. As 


CUREPOISON: antidote to poison. 
RESISTFIRE: resistance to fire. 
KEYS: all keys are supplied. 


PENTAGRAM: gives you the pentagram and 
allows you to move to the next level. 


ARMOR: more armor protection. 

SHIELD: gives you a shield. 

SHIELD2: gives you an enhanced shield. 
SHOWOBJECTS: shows objects in Map Mode. 
SHOWMAP: displays full map. 

ENCHANT: enchants your weapons. 


KILLALL: the ultimate kill code: kills all mon- 
Sters on a level and your neighbors, too. Well, 
not your neighbors. 


LEVELXX: warp to any level from 1 to 15; in 
place of "XX," enter the number of the level you 
want to go to. 


RUBEN: skull monster pops up. 
LIST: displays your position in coordinates. 


KILLME: nothing can kill you? Try this on for 
Size (or downsizing). 


pedal to the floor, 
and your hovercar 
lurches forward and 
gains momentum 
as you slide around 
corners and narrowly 
avoid city build- 
ings. You arrive at 
your destination, and 
the sidewalk is teeming with 


Citizens. "Time to collect three 
grand," you mutter to yourself 
as your hovercar jumps onto 
the sidewalk and targets the 


you turn to face them, one of 
the cars slams into the back of 
your hovercar, sending it into a 
spinning frenzy. When it at last 
comes to a stop, you gaze out 
dizzily as the four armed vehi- 
cles unleash their flamethrow- 
ers on you. An easy $3,000, 
indeed. 

Some of Road Warrior's mis- 
sions will really challenge your 
reflexes. Others will test your 
tolerance for frustration. If 
you're on a mission that you 


just can't complete, or if you 
want to go to the next level 
already, don't despair. There's a 
cheat that will let you skip not 
only missions, but levels, too. 

At the MS-DOS prompt, type 
RW 985XWM F7 to start the 
game. At the main menu, you'll 
now have an option called 
Load Level, which will let you 
jump to any desired level. 
While you're on the levels, tap 
the F7 key to skip the current 
mission. 
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eing a worm isn't easy. 
B Aside from the obligatory 

"poke my head up after 
the rain," you have to worry 
about someone stepping 
on you, birds trying to gobble 
you up and ending up on some 
old codger's fishing hook. And 
real worms have it easy com- 
pared with Ocean's combat- 
entrenched worms, who battle 
one another with a wide assort- 
ment of high-tech weaponry. 

If you find your worms being 
crushed by the enemy forces, 
or if you simply want to play 
around and attack enemy 
worms with overwhelming fire- 
power, look to the sheep for the 
answer. During play, type 
BAABAA. At the bottom of the 


Virgin for IBM PC CD 


Screen, if you've 
entered the code 
correctly, it should 
say Cheat Mode 
Activated. 
Now go to the Weapon 
Select Screen, and you'll find 
that you have all the weapons, 


including shotguns, Uzis, 
grenades, dynamite, land 
mines, air strikes, bazookas, 
cluster bombs and the homing 


ои round the cor- 
ner at a blazing 
speed, your hover- 


car tilting precariously 
to the left. 
Reversing, 
you let loose 
with a spread 
of lethal fire 
and blast 
your pursuer. 
Turning 
around, you 
notice a number of 
sentry guns—all firing 
at you. As your car 
bursts into flame, you 
wonder whether waxing is really 
worthwhile. 

The holocaust roads and 
not-too-friendly 
inhabitants in 
Zone Raiders 
can make your 
drive extremely 
short. If you 
find yourself 
blown apart 
too often or 
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want to get your hands ona 
better car fast, press F11 and 


enter any of the following cheat 


codes. 


(phy missile. 
"Last, but not 


j least, you have 
the demolition 
sheep at your dis- 
posal, too. Send your sheep of 
death into an enemy worm 
encampment, and obliterate 
them with one final “Baaaaa.” 
Should you wish to deactivate 
the Cheat Mode at any time, 
type AABAAB, and the 
weapons will return to normal. 


ISITWENTY20: automap 
fully revealed. 
ISILETSBAIL: completes 
the level. 

ISIJAVANET: shields and 
hull maxed out. 
ISIWHEELS: the dreaded 
XCar becomes available. 
ISIDRIVE: all vehicles 
accessed. 
ISIMAKEITSO: all levels 
accessed. 
ISIBEENTHERE: reveals 
the secret level. 


ISIFATPACKED: low on 
precious ammo? Pack it 
on with this code. 
ISISLEEP: toggles all ene- 
mies whether they're 
asleep or awake. 


ISIQ: plates your car with 
titanium, making you 
immortal. Type it again to 
toggle. 


HIS 


ШАН 


Я 


MECHWARRIOR 2 
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Upgrade Your Flight. 


THE NEW STANDARD -— 
IN FLIGHT SIMULATION Designed for 


Microsoft g 
Windows 95 


10 Rebate On Flight Unlimited" 


For Windows’ 95. 


Hey Microsoft® Flight Simulator fans time to You get all the incredible features of the 
park a sleek new aerobatic hotrod next їо original award-winning Flight Unlimited 


old reliable. 


So power up Flight Unlimited for E 
Windows 95 and take off. 


L| 


A Looking Glass 
Technologies 
Production 


of Microsoft 


plus five additional airfields and 
\ | Е the hassle free installation and 
Bh configuration of Windows 95. 


And $10.* 


c 


The New Standard in Flight Simulation 


Look for our Win96 Sweepstakes on specially marked 
packages of Flight Unlimited ! 


*$10 rebate for owners of Microsoft Simulator and 
Flight Unlimited DOS, See package for details 


Available in major retail outlets or order direct (800) 360-745 


©1996 Lc 


licrosoft F ks 


fechnologies, Inc. о 
All rights reserved es full support for 
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A s Computer Player's editorial staff But whereas those games give the 
roamed the show floor at the г player an eye-level view of the 
recent Electronic Entertain- 4 action (just as if you're squinting 
ment Exposition (E3) in Los through Duke Nukem's beady lit- 
Angeles, we were asked the tle eyes), the player's vantage in 
following question by Tomb Raider hovers above and 
everyone we met: "So, a bit behind the game's pro- 
what's hot at the show tagonist as she moves 
this year?" We had through the gameworld 
seen it all—there (more on her later). It's 
were more à bit disorienting at 
clones of first, but it quickly 
becomes second 


Doom, 
á A P WarCraft 2 nature. As you stop 
7 LA and Wing A and exam- 
' 5% Соттапаег ine the > а 
than you could game sur- Y 
shake a sound card at—but roundings, m 
there was something at the ‚ your view- b. У 
show that grabbed our attention. point will : DX 
Our vote was unanimous: the best game shift to resemble * 
there was a scorching new action title that of your onscreen alter \\ 
ego. The effect is impressive \ 3 


published by Eidos Interactive and devel- 
oped by Core Design— Tomb Raider. 

So what's Tomb Raider like, you ask? It's 
definitely a 3-D action title, with some 
similarities to Doom and Duke Nukem 3D. 


Буса ого 


Бу Jeff James 


and not unlike that of the free- 
wheeling 3-D gameworld in Nintendo's 
new Super Mario for the Nintendo Ultra 
64 console system. 
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Lock and Load 

with Lara 

Bucking the industry trend 
toward casting testosterone- 
bloated male characters in the 
title role—as was the case with 
just about every action game 
released over the past year— 
Tomb Raider stars a decidedly 
female hero. Lara Croft is a 
twenty-something adventuress шаш 
with the agility of a gymnast, § 
an affinity for automatic pis- 
tols and a certain rugged 
toughness that would make 
Indiana Jones emerald green 
with envy (see “A Look at 


Lara” sidebar). Lara isn’t a two-dimensional dimensions. She's definitely a babe, but 
collection of pixels in the Tomb Raider don’t tell her that in person. Taking a 
gameworld, either. She runs, leaps, swims, page from John Woo's house of style, Lara 
dives, swings and tumbles through the is likely to grit her teeth and come at you 
game universe, all in three glorious with both fists full of 9mm destruction. 


6 A Look at Lara 


The technology behind Tomb Raider may be impressive, but it may get 
some competition from the game's protagonist, the fetching Lara Croft. 

With some computer games casting women as either half-dressed victims 

N (like Duke Nukem 3D) or as prizes to be rescued (like early King's Quest 
\ adventures), the bold and deadly Lara is a refreshing change of pace. 

“We were bored with the stereotypical main male character, I sup- 
pose” says Toby Gard, the lead designer of Tomb Raider. “Besides, if 
you're going to spend the entire game staring at a computer game 
character, it might as well be an attractive one." 

Core Design worked diligently to give Lara a strong visual per- 
sonality by combining pencil sketches, comic-book-style artwork 
and rendered cut scenes to add depth and texture to her persona. 
The result is an intriguing, exciting character that should appeal 

to male and female gamers alike. 


That freedom of move- 
ment will take Lara Croft (and 
by extension, the player) on a 
quest to retrieve the Scion—a 
legendary artifact of great 
power. To reach that goal, the 
player will have to guide the 
intrepid heroine through a 
variety of exotic locales and 
environments— 
four huge 
geographic 
locations in 
total—including 
vine-choked Aztec 
pyramids, dust- 
filled tombs and 
rickety rope 
bridges. Regardless 
of where Lara and 
the player may 
find themselves, 
Tomb Raider's 
advanced 3-D 


In addition to 
having a female 
lead, Tomb 
Raider has other 
unique features. 
Core Design 
wanted the 
game to be 
more than just 
another Doom 
clone. “I conceived the 
idea of taking a corridor- 
style game and introduc- 
ing a main character, 
moving away from the 
first-person feel," says 
Toby Gard. "The idea 
was to create a game 
that would look as excit- 
ing as a cartoon but 
would offer the same 
complete freedom of 
movement as Ultima 
Underworld had." 


3 
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TOMB TECHNOLOGY 


Because Tomb Raider shares some similarities with other 3-D 
action games, it's bound to be compared with Quake, Prey and 
other next-generation titles. So how does it stack up? Judging 
from what I've seen of Tomb Raider, it stacks up extremely 
well—especially when it runs on a machine equipped with 3Dfx 
Interactive's Voodoo Graphics chipset. On a 3Dfx-equipped 
system, the game defaults to 640 x 480 resolution in 24-bit 
color. The detail and speed are simply amazing. With this con- 


figuration, Tomb Raider has some of the smoothest graphics 
and animation I've yet seen in a computer game. (For more 
information on the 3Dfx Voodoo chipset, turn to the hardware 
feature, "Build a Game-Crushing Computer.") 

Even without a 3-D accelerator card, Tomb Raíder is some- 
thing special. Like Quake and Prey, Tomb Raider boasts six 
degrees of movement, polygonal objects and characters, 
dynamic light-sourcing, intelligent camera angles and dozens of 
other graphic effects, including haze, translucency and more. 
According to Core Design, the final version of the game should 

support 256 displayable colors in both 
^ 320 x 200 and 640 x 480 resolutions. 


graphics engine will keep up with the 
action (see "Tomb Technology" sidebar). 
And action is what the player will most 
definitely get, especially when Lara is 
forced to grab her handguns and prevent 


No stranger to game development, the 
production house behind Tomb Raider— 
UK-based Core Design Inc.—has been 
churning out white-hot action games 
since 1988. Core's new products include 
Thunderstrike 2 (JVC) and Shellshock 
(Eidos Interactive). Another new project, 
the action-heavy BLAM!, should also 
help secure Core's position as an action- 
game developer on the rise. 

But you may ask yourself, "Just who 
are these blokes?" With the help of Toby 
Gard at Core Design, | can answer that 
question with confidence 


The Tomb 
Raider 
Design Team 


(as described by 
Toby Gard) 


Dr. Gavin Rummery, 
Programmer (IBM PC) 

"A Cambridge graduate in 
artificial intelligence, Gavin 
is responsible for the room 
system, camera and baddie 
logic." 


Toby Gard, Designer/Lead Heather Gibbson, Artist 


Artist 

“I'm the conceptual designer 
and lead artist; | also created 
the in-game animation." 


Paul Douglas, Lead 
Programmer (PlayStation) 
"Paul is responsible for the 
main game engine, Lara's 
mechanics, animation sys- 
tem, collision detection and 
the like." 


"An artist, industry stalwart 
and new-age hippie 
Heather is responsible for 
the look and feel of the 


Tanks, street gangs 
and hip-hop combine 
in Shellshock—devel- 
oped by those crazy 

Brits at Core Design. 


Left to right: Neal Boyd, 
Jason Gosling, Gavin 
Rummery, Heather Gibbson, 
Paul Douglas, Toby Gard. 


Jason Gosling, 
Programmer (Sega Saturn) 
Jason is writing the snazzy 
menu system and map 
screen code." 


Lee Pullen, 
Artist/Animator 
"Full-motion-video artist 
and animator. 


Nathan McRee, Musician 
"Responsible for music and 


game levels and map sound effects 


design." 

Peter Barnyard, Artist 
Neal Boyd, Artist “Full-motion-video art sup- 
“An artist, also on map port...” 


design, Neal is the ‘hairy 
ancient one’ and has done 
many of the FMV back- 
grounds.” 


realistic- 


the thought of blowing holes in 
ooking (albeit pixelated) 
animals makes you squeamish, 
Tomb Raider may bother you a bit. 
The dying yelp of a stricken wolf 
caused one CP staffer to comment, 
“What an effect! It sounds like 
she’s shooting Lassie.” If simulated 


herself from being the next meal of some 
ravenous beast. The first few adversaries 
she'll face are of the rudimentary sort— 
wolves, bats, bears and other bloodthirsty 
critters. But consider yourself warned: if 


violence against animals causes you grief, 
there's no need to fear: Core Design 
promises that “other enemies will appear 
later in the game. We just don't want to 
reveal them yet." It doesn't matter much 


to me. My inclination is to shoot holes in 
anything pixelated that appears on my 
computer screen, whether it be animal, 
vegetable or mineral. 

All kidding aside, Tomb Raider promises 
to be one of the biggest game releases in 
Core Design’s short history. Core will 
undoubtedly enhance the game further 
during the final stages of development, 
which culminate in its release this 
December for the IBM PC. Versions for 
the Sega Saturn and Sony PlayStation will 
follow shortly thereafter. With Tomb 
Raider, Eidos Interactive and Core Design 
have the potential to leap into the upper 
echelons of the computer-gaming indus- 
; it's that good. If they do, I’m sure 
Lara Croft will be in the vanguard, lead- 
ing the charge with both pistols blazing. 


For more information, contact Eidos 
Interactive, 303 Sacramento St., San 
Francisco, CA 94111; 415.693.0297; fax 
415.693.0698; Website 
http://www.domark.com GP 
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ГЕЛИ 
by Kevin J. MeCann 


uke Nukem 3D has five secret levels and.is loaded 
with secret areas. This guide assumes that 
can play well enough to avoid getting your bi 
kicked by a blind protozoid/protozoan slimer. | focus 
on accessing various secret areas that offer the high- — 


est weapon/ammo value so you won't miss out on. 
anything in Duke Nukem 3D. | also point out à 
the cool side stuff that 3DRealms | yt 

not have noticed it. pod 


D 
СУ 


Episode 1: 
Ъ.А. Meltdow “у 
LEVEL 1.1 HOLLYWOOD HOLOCAUST 


At the start of the level, jump onto the ii ubbl we Bl 
wooden crate under the Innocent sign: 7 o Hn. 


Leap up to the slanting building ledge. From nl the RP 'Gorap р T 2 $ 
there, jump to the narrow ledge under- insida the, nightclub, 4d > will 
neath the m ЖЫ EO Od 


immediate left is a bench. Stand on it, lift you 
and a secret panel will open behind the to a secret 

| о Opposite end. You area. Shoot the 

Г dead monk for extra health, then turn 

around, and pick up more health and armor 

After you’ve made it onto the catwalk 


Innocent sign, 
» and walk 


holographic d. ‚ go to each side 
torevitalize s е 


Outin thes courtyard with the gun. 
the left slanted ledge, - 
jump again so that you’ 


irtyard. Jump onto the ledge, 
and walk through the wall for 


те T 1 вух: 3 - — "experience. 
Jus Ж аны. Ян i Ü LEVEL 1.4 TOXIC DUMP 
те iw Jump onto. агіпе that's 
trash can, then jump straight above tha ugh the 


spacebar. A secret panel will slid 
After you've started the movie, run dowi 
into the aisles and fire the RPG (or set off @ 
pipe bomb) at the knees of the dancer on 
the movie screen. Pass behind the screen 


Ofind a secret area. 
is inside the compound, and search 
the walls to the 
" š right to open a 
In the chapel, go to the stone tablet secret panel. Go 


E 


ицочвасге+иаа, $ with the demon carved on the front. Press inside, and search 
О the OUt ig tablet, and blast the stained glass on the next wall until 
side, turn left, and use a jet pack to go the left side. Go you reach the 
straight up to the top. behind the shattered secret area. On 
There sa кее! alcove glass to the other the conveyor belt, 
in the building's wall. side, where you'll find when you pass the radioactive green 
“one doomed space slime, slosh 


LEVEL 1.2 
RED-LIGHT DISTRICT 
In the adult bookstore, 
go to the rear right of the 
magazine area (toward 
the video parlors), and 
push the spacebar on the 


marine.” 

Also in the chapel, 
back up against the 
far wall and aim at the 
red button above the 
stone tablet. Shoot 
the red button. This 


through it to 
the left wall. 
Search the area 
for ammo. 

In the com- 
puter room 
near the top of 
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the conveyor belt, use the small blue cir- 
cuit box to open the two cylinders. Go into 
the cylinder, and jump to obtain maximum 

healing. 

When you've made it through the under- 
water rotating gears, go through the black 
wall to the right. After you've emerged from 
the water, slide down the water slide, and 
on the way down, use your RPG or a pipe 
bomb to blow up the cracked wall on the 
right side. Go through the teleporter to 
reach a secret area. 

When you reach the final radioactive 
green river, scan the left wall until you see 
a crack in it. Blast the crack with an RPG or 
a pipe bomb, and go inside. The Exit 
Switch will take you to the secret level. 


LEVEL 1.5 THE ABYSS 

When you reach the fire pit with the hand- 
print on the wall, it’s time for a fire walk. 
Jump into the fire, which will take you to a 
secret area. 

As you near the top of the lava area— 
follüWing.the ledge—watch the wall for a 
crack Blast the crack with an RPG or a 
pipe bomb to gain admittance to a secret 
area. 


At the top of the lava area, jump to the 
small standing stone that has lava flowing 
past it. Press the spacebar that faces the 
hand engraved on the stone. A wall will 
move and admit you to the cave- 
woman's lair. 


SECRET LEVEL 1.6 LAUNCH FACILITY 
After obtaining the blue key access card 
and pressing the button on the wall, go 
back to the radioactive pond that you 
passed along the way. Dive in, and swim 
through the now open tunnel to reach the 
goodies. 

In the control room near the main doors 
that lead to the launch yard, search the wall. 
Also in the control room, search the com- 
puter monitors. 


I, 
eu 
H Po 


“д9 


uv 
LEVEL 2.1 SPACEPORT a 
When you approach the first security mon- 
itor, a compartment will slide open behind 
you and reveal pipe 
bombs. Next to the 
switch that deacti- 
vates the first force 
shield, search the 
consoles to the right 
to find a secret 
room. Jump through 
the small sign that 
reads “Authorized 
personnel.” 

At the top floor, 
use the jet pack to reach the atomic health 
on the ledge above. Once you've landed on 


ili&ledge. jump down the hole to the first 


По immediately run to the corner on the 


Tight SidBiof the elevator, ос 8м! be 
an opening in the wall. Near the red key 
access switch, press the spacebar in the lit 
area to activate an elevator that will take 
you to a hidden room. 


LEVEL 2.2 INCUBATOR 
Go down the hallway until you reach the 
first room. Open the panel to the right of 
the computer, and step inside. Press the 
spacebar again to reveal the true secret 
area. Jump through the Earth Defense 
Forces sign into the secret room behind it. 
When you’ve entered the room with the 
blue strobe-light effect, walk to the com- 
puter console wall displays and search 
them. 

Before leaving the 
level at the Exit switch, 
turn around and walk to 
the water's edge. Up to 
the left, you'll see a 
small platform that you 
can reach by means of 
your jet pack. 


LEVEL 2.3 WARP FACTOR 
Go through the starting door, turn to the 
right, and take the far elevator down. Exit 
the elevator, and Walk to the door along the 
hallway. After stepping 
through it, immediately turn 
left, step around the com- 
puter console, and search 
the panels in the back to net 
a shrink ray. 

At the top of the conveyor 
belts, go to the right. Past 


alcove. High on the left side is a switch. 
Shoot the switch, then rush clockwise past 
the conveyor belt and around the corner to 
the door that leads to the control room. 
There should be a secret panel down to the 
left of the control-room door. Enter the. 
secret area, take the elevator down, and 


check out the bridge of the Enterprise 
from "Star 
Trek." You'll 
-— probably have 
to repeat this 


taking the 
elevator to 
the green 
strobe 
room, jump 
onto the 
consoles, and search the walls for a panel 
opening to a secret air-duct 
area. In the gear room, first acti- 
vate the switches in the water. 
This will open two rooms near 
the exit elevator. Go to the mon- 
itor by the room's entrance. 
Quickly jump across the gears 
to the right of the exit elevator. A 
secret room will appear. 
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In the long 
the middle of the 
blast the alien ca 

Jump up the cra 

the wall, and leap up to 
the large support beam. 
Follow the air duct to a 
secret room. 


LEVEL 2.5 OCCUPIED TERRITORY 


In the medium-size square room 
the map), use your jet pack to n 
secret area. Inside the red key, 
area, search the monitor on 
the console display. Wh 
it, the level, turn aro; 


bridge to the dg 
discovered exit switch to 


wall. Blast the crack with your RPG to 
uncover a secret area. 

After you've jumped onto the bridge, 
open the unlocked door and go into the 
radioactive pool room; look immediately to 
the right for a crack on the wall. Use a pipe 
bomb or the RPG to make it wider. Under 
the Command Center, face the water foun- 
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the water fountain to regain 
health up to 100 points. 


LEVEL 2.7 LUNAR _ 
имот 


When you reach the first inter- 


ook to the upper left. 
о inside. In the 
Ю the left has a 
ime forsome 
Int behind the 
ther grate. 


е а а Sea n the 
computer ben on nite or. to gain some 
goodies. 

Ride the tram in the blue key access 
area, then take the elevator down. Shoot 
the grate straight across, enter the air 
duct and follow it down. At the bottom, 
turn left and wade into the radioactive 
pool. Shoot an RPG. or toss a pipe bomb 
at the wall to the left side. 

After walking through the black mono- 
lith, turn and face left. With an RPG, blast 
the cracked wall just to the right of the 
dead spaceman. Jump into the hole and 
go down the tunnel, and you'll find an exit 


Switch bathed in green light. Break the 
Switch to go to episode 2’s other secret 
level. 


LEVEL 2.9 OVERLORD 

To the upper left of the first security screen 
iS a shaft that can be blown open. Inside 
the duct are some pipe bombs. When you 
enter the compound, search the center 
console screen to find a couple of atomic 
healths. 


Eme ЕЎ 
ратарпе1 City 
LEVEL 3.1 RAW MEAT 


In the main room of the sushi restaurant, 


РА 


face the Exotica poster, and press the good hardware. : uad 
spacebar on the lower half to reveal a bie К 
shrink гау. behind the counter, and search the to 3 


Open the last dining area by using a pipe the left. Search the painting on the wall to 
bomb to blast the cracked part of the wall. the right of the red key access. A secret 


Inside the secret area, there's extra hard- area with devastator. ammo will open. 
ware. In the bar room, press the bloody Check out the cabinet, too. Jump from the 
hand to open a compartment to the right. RPG to go around the rim of the building 
It's timed, so go right into it. Now open the across the street. 


cabinet behind the bloody hand, duck 
inside, then search the wall to find a solid 


Mp through it to a secret room. In the 
room beyond the yellow key 
search the walls near the 
is. At the radio station. jump 

red curtain. 


At the start of the level, ES t ! to open a secret pane! 
jump behind the coui reg- — - „ search for а secret 


papi. dum o \ К T х wall of the bottle 
In the kitchen. take time for a drink. counter, and run to the left. ick 2 it 


Search the wine rack. machines One snack 


ammo stash in the back. 


LEVEL 3.2 BANK ROLL 
his ATM dispenses more than just ‘money; 


ship at the bak of the USA 
lettering. Press the letter "A" 
to open a secret п 
reach the secret-! nae exit 


Switch. Е. 


геуеа! а зе 
area. In the b 
behind the de: 
search the paint- 
ing. A compart- 

ment will open to 
display a jet pack and he; 


Int е subway station, 
search the Lunar Apocalypse billboard. In 
the > search the U.S. 


LEVEL 3.3 FLOOD ZONE 

In the crate room before the exit tunnel, 
search the hard hat sign. A secret crate will 
open. 


x. Teach 
se boys i in the blimp a lesson. Biast the 
Duf Beer Blimp with an RPG so that it 
blows up and rains goodies all over. Now 
hose supplies to end this alien 


LEVEL 3.4 L.A. RUMBLE 


Atthe 
beginning 
ofthe 
map, jump 
out of the 
= tunnel 
There's a 
= crack in 
7 м.  1hnewallto ч 
the right, of the water fountain. ire 
so use your RPG to widen it. Enter the hole. in the room with a pool of water right 
and waik through the tunnei to get some before the exit, blast the crack to the right 


ugging the landscape, you pitch forward at 60 knots 
as your shadow chases you only 40 feet below. 
Skirting the valley precariously, you cut back on your 
speed as you approach a wall of mountains—beyond which lies a 
convoy of vehicles. 

Slowly you increase the collective and gently lift 
the top of your Longbow over a mountain peak. You 
examine the convoy. Switching to targeting, you lock 
on to the lead vehicle and radio your wingman to 
take out the trailing vehicle to box them in. 

When target lock is confirmed, you both lift into 
firing range and cut loose with a deadly array of mis- 
siles that incinerate your targets. Suddenly, a violent 
explosion of light and turbulence rocks your 
Longbow. After casting a quick glance at your wing- 
man, you see charred wreckage smoldering on the 
ground. 

Dipping back into the valley, you turn to see two 
enemy helicopters moving in on you. You sway to 
the left and fire an air-to-air missile that blasts one 
enemy into oblivion. Frantically, you turn to target 
the other—just in time to see him launch a missile 
and send you to a fiery demise. 

In Jane’s AH-64D Longbow, the key to success is stealth. This 
guide focuses on tactics that will help you to obey the old, “The 
number of landings should equal the number of takeoffs” adage. 


) NOW YOU DON’T SEE ME 


LADS INVERSE TACTICALI 250.22 V SHICKA AAA 

Enemy jets and choppers are really the 
least of your worries. The predominant 
threat—much more than airborne foes—is 
a multitude of antiaircraft guns and SAM 
sites. What's the best way to take out 
enemy ground units? Don't. 

Keep in mind that this is a simulator, 
not an arcade shooter that blasts thou- 
sands of choppers, jets, vehicles and 
buildings in a single mission. The best 
way to deal with antiaircraft guns and 
SAM sites is simply to avoid them. This 
isn't cowardly; it's prudent. 

You'll always have mission objectives 
that you are supposed to meet. Rushing 
into legions of enemy antiaircraft guns and 
SAM sites not only exposes you to poten- 
tially lethal risks but also expends valuable 


Navigating the unfriendly 
skies of AH-64D Longbow 
can be gruelling. When you're 
not worried about attacks 
from other aircraft, you have 
to watch for a myriad of 
ground units that all want 
one thing—your chopper 
burning on the ground. 

Staying alive means keep- 
ing low. More specifically, 
you must learn how to fly your Longbow 
atan altitude of less than 75 feet while 
you zoom about in search of targets. By 
staying low, you make yourself an elusive 
target for high-altitude jets, SAM sites 
and other artillery units. 

If you're zooming along at 50 feet, 


DEATH FROM BELOW 


ammo, which you'll need if you make it 
out alive. The last thing you want is to fail 
at a mission because you didn't have the 
air-to-ground missile to finish the job. 


veces omm 


The AH-64D Longbow has exceptional 
enemy avoidance systems that help you 
to locate and identify threats and dis- 
play their maximum threat ranges. 
Among the most important displays you 
should have in your two MFDs are the 
TSD and ASE. 

The TSD is vital for navigating through 
waypoints, determining and identifying 
threats and helping you to avoid unnec- 
essary enemy contact. When an enemy 
is in your path, it's identified by a corre- 
sponding number, and a broken circle 
shows the maximum range at which it 
can lock on to you. Thus, the best idea is 
to stay out of the circles. 

The ASE also displays enemy threats 
and shows a broken circle around them 
that displays their top firing range. If you 
fly into range of an enemy unit, the bro- 
ken circle will probably turn solid. This 
means that the enemy has taken an 
unhealthy interest in your Longbow and is 


keep a careful watch on the terrain. The 
world isn't flat, so you have to learn to 
adjust your collective power to stay 
near the ground without crashing into a 
hill or a valley wall. 


tracking it. The next step is a solid line 
drawn toward your Longbow; this 
means—yes, more trouble. The enemy 
unit is acquiring a lock and preparing to 
fire. When the circle and line start flash- 
ing, the enemy has opened fire, either 
with guns or missiles (depending on the 
type of unit). 


This is why it's important to study the 
briefing map. Besides showing way- 
points and allowing you to alter way- 
points, the map displays all known 
enemy units and their positions. This 
can help you to determine the best 
slalom path to avoid the majority of gun 
and SAM placements. 


(AH264D)| LONGBOW 


STRATEGY GUIDE 


Although airborne ene- 
mies are the rarest 
threats, you will 
encounter them in the 
form of jet fighters and 
enemy helicopters. When 
an enemy jet fighter tar- 
gets you, charge toward 
the fighter while staying 
low. This makes the angle of attack trou- 
blesome, and the jet will have difficulty 
locking on to you. Also, jets aren't too 
keen to blaze down from above with the 
risk of slamming into the ground. Next, 
fire a stinger at the enemy jet before it 
launches anything at you; this will force 
the jet into evasive maneuvers and, quite 
possibly, annoy it into leaving. 

If you find yourself unable to get a shot 
off, charge toward the jet until it passes 
you. Then whip around, and launch a 
stinger up its exhaust 

More often than jets, you'll run into 
enemy choppers bent not only on 
grounding you, but also on sending you six 
feet under. Enemy helicopters actually 
pose more of a threat than the jets 
because the choppers can fly at your alti- 
tude, and diving low doesn't necessarily 
protect you. 


When an enemy chopper pops up on 
your threat display system, unless 
you're surrounded by 100 SAM sites (in 
which case it doesn't matter because 
you're history), make the helicopter your 
top priority. Strike first if at all possible 
If you have wingmen with you, order 
them to engage the enemy 
chopper, too. Because you 
can generally detect enemy 
helicopters from a distance, 
the best course is to lie low 
and keep a hill or valley 
between you and the 
approaching enemy 

Lift your Longbow just 
enough to allow the radar 
dome to lock on to the invad- 
ing enemy helicopter without 
exposing your Longbow, 
raise your chopper, and 
launch an air-to-air missile. 


IVE MANEUVERIN 


DEATH FROM ABOVE 


Then duck immediately before your 
opponent has time to return fire. 

If no cover is available when you 
engage the enemy chopper, charge 
toward it, staying low and playing a dan- 
gerous game of chicken. As soon as you 
get a lock on, let loose with a missile. If 
the opposing chopper fires a missile, 
wait until the incoming missile is within a 
few seconds of impact, then violently 
turn your Longbow left or right. Most 
missiles will breeze past you. After the 
missile has passed, fire until the enemy 
helicopter has become one with the 
ground. 


So far, we've covered the types of enemy 
you'll encounter, how to locate and iden- 
tify them and the best avoidance tactics 
Now it's time to learn the basics of deal- 
ing with an immediate threat 

Most threats in AH-64D Longbow are 
missile-based, whether the origin is a jet 
fighter, helicopter, or one of the many 
ground-based SAM sites. You'll invari- 
ably encounter incoming missiles during 
your tour of duty, so it's imperative that 
you learn how to avoid them after they 
have been launched 

There are really only two tactics that 
you can use to avoid a missile. First, 
bank hard to the left or right. After a 
missile has been launched, watch your 


MFD and the incoming diamond that 
represents the missile. Fly toward the 
missile to meet it head-on; hovering, 
running sideways, or moving away will 
make you far too easy a target. 

When the missile is within approxi- 
mately three to five seconds of impact 
based on your MFD, bank hard either 
left or right. Most missiles can't turn very 
well, and this is by far the safest and 
most controlled way to lose a missile. 

The second method is a controlled 
dive. You need altitude for this maneu- 
ver, preferably a few hundred feet 
When the missile is within three to five 
seconds away, cut the collective power 


drastically. This will cause your 
Longbow to lose altitude quickly. 
Because the missile can't turn well, it 
stands a reasonable chance of shooting 
overhead. The obvious danger in a con- 
trolled dive is that you can lose control 
of your helicopter or slam into terra 
firma if you don't watch the ground. 
That's why it's a controlled dive; you have 
to be in control, not banking wildly and 
losing altitude. 


So far, the guide reads as if all you're 
doing is sneaking and dodging enemies 
Most of the time, that’s what you will до 
Because each mission has clear objec- 
tives, concentrate on taking out your 
assigned targets. not undertaking 
unnecessary risks. But the bottom line.is 
that the AH-64D Longbow is a heavily 
armed attack helicopter, and that's why 


you bought the simulator. With stealth 
and the basic avoidance techniques 

out of the way, we can move on to using 
your firepower in the ultimate game of 
hide-and-seek. 

Until-you have a full understanding of 
the weaponry in AH-64D Longbow, it’s 
best to stick with the armament given to 
you for each mission. You don’t want to 
end up with the wrong weapon during hot 
action 


Most of the time, you'll have a wing- 


of your wingman as an extra weapon 
and a means to attack multiple targets 
at the same time. Keep your wingman 
alive and well 

All the evasive maneuvers discussed 
earlier also help you to engage the 
enemy. Fly low, and use hills and ridges 
to. conceal your helicopter from enemy 
forces. Decrease your speed if you feel 
uncomfortable at high speeds or if the ter- 
rain is extremely uneven 


When you near a waypoint occupied 
by enemies that fall within the mission 
objectives, find a hill or ridge to nestle 
your helicopter behind for cover. This 
will protect you from enemy detection 
and allow you to plan your attack 
Most of the time, the attack plan will 
be as follows’ 


INTO THE FIRE 


man to assist you during missions. Think 


Lift your helicopter so that just the 
radar dome is exposed to the enemies, 
and keep your helicopter well-shielded 
Bob up a few times if necessary to 
acquire a full list of targets. Identify 
them, and choose your main targets 
according to mission objectives and their 
potential threat. lf a SAM site is near your 
main target, waste the SAM site, and then 
destroy the primary goal 

After you've retrieved a full list of tar- 
gets in the area and determined target 
priorities, duck back down the ridge or 
hill a bit, and back off; you have to give 
your hellfire room to clear the hill or 
ridge and destroy the target. If you have 
a wingman, use him to destroy another 
target. Don't assign your wingman to the 
target that you're shooting at. Spread the 
fire between the two of you to eliminate 
enemy forces faster, more efficiently 
and, ultimately, more safely 

You can bob up and down and acquire 
various target locks until you manage to 
destroy the objectives and whatever else 
you deem worthy of wanton obliteration 
Just be sure to save some ammo for 
future objectives, unless you have a fuel 
and ammo reloading station at your next 
waypoint 


While this guide covers proven and effec- 
tive techniques for dealing with airborne 
and ground-based enemies, it also gives 
you the stepping stone to devising your 
own strategies. If you use these tactics, 
you'll land missions 
instead of burning on the 
ground. And before you 
know it, you'll have a 
locker chock full of 
medals СР 


Sure, there are cheaper РС, Mac, and 300" game con- 
Irollers. But if you're ready to get serious, you need the high- 
quality, buit-to-play-rough peripherals from CH Products. 


^ о throttles, flight yokes, rudder pedals, 
and Отог controllers аге born in the USA, and made to 
fake the heat of any battle, гасе or game you throw 
their way. So put on your game face, get down to your 
Computer dealer and grab the game = “Se 
controllers made for serious players. »\ 
FlightStick Pro (PC Мас & 300) . 
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CH Pedals (PC 6 Мас") |}, © 

Pro Pedals V M 

F-16 FighlerStich (PC & Мас") 

ЕБ Combatstich 1 Ө > 
ONE 
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Trackball Pro (PC & Mac) 
Jetstick (PC & Mac] 
Gamecard 3 Automatic 
“Coming soon 
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CH PRODUCTS = 
Cc 970 Park Center Drive Vista, CA 92083 = 


Phone 619 598 зн" Pis 619 598 2524 


Visit our web site! 
http://www.chproduc! 
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LEADING 


E: 
Hi ad by Jeff James 


emember when the 80286 processor 

was big news and most software was 

shipped on those waffle-size 5.25-inch 

diskettes? I do. I also remember the 

advice given me by a computer sales- 
man when I told him I wanted a computer just to 
play games. "You won't need anything too fast 
for doing that," he sneered. "Only serious soft- 
ware applications need that much speed. You'd 
be better off with something slower." 

Times have definitely changed. As I write this, 
the explosive growth of the computer gaming 
industry—especially on the PC-compatible side— 
is spurring a similar explosion in PC hardware. 
Any programmer will tell you: just about any 
computer can handle a word processor, but if you 
really want to see those RAM chips on your 
$3,000 Pentium sweat, only a resource-intensive, 
memory-grubbing game like Wing Commander 
IV will make your computer cry "Uncle." 

Now that so many people are using their PCs 


for games, a flood of new hardware and periph- 
erals is hitting the market—all targeted at com- 
puter gamers. Some hardware companies—most 


notably IBM, NEC and AST (see sidebar, "The 
Big Boys go Gaming") are even producing com- 
puter systems specifically for games. With all of 
these choices, what's a self-respecting (but 
hardware-challenged) gamer to do? You may ask 
yourself: what should I look for when I buy a 
new computer system or upgrade my old one? 
What other game technologies are on the 
horizon? Should I buy that new video card now 
or wait until those 3-D accelerated video cards 
come out? 

Enter this article, which should answer all 
your questions about the here, the now, the why 
and the coming soon. I'll do my darndest to 
cover all the bases here, but if you do have any 
questions about gaming hardware that aren't 
covered, zip me an email message at 
74774.1635@compuserve.com. 


PC VIDEO 
GOES 3-D 
The market for 
accelerated 3-D 
video cards is 
quickly becoming 
the latest battle- 
ground in the PC 
market. Two of the 
most promising 
products are from 
Rendition and 3Dfx 
Interactive. Both 
companies provide 
graphic processors 
that allow game 
developers to 
boost resolution, increase color depth and 
improve frame rates—all enhancing a 
player's game experience. Rendition may 
currently have more developer support, but 
3Dfx seems to offer more capable technol- 
ogy. Regardless, the market is far from 
stable. Our advice? Wait a few months and 
choose whichever standard emerges as the 
front-runner. Check out Rendition's prod- 
ucts at http://www.rendition.com, and 3Dfx 
Interactive's at http://www.3dfx.com. 


MMX 


S3Dfx 
Technologies" 
Voodoo Graphics 
chipset may be 
faster... 


rendition 


„but Rendition’s Verité currently 
has more developer support. 


MMX REVEALED 

Before you take the plunge and splurge on a shiny new Pentium computer, you may want 
to wait; even more powerful Pentiums are on the way. This new technology will start to 
make its way onto the desktop in late 1996, when a new Pentium processor—code-named 
the P55C—will be the first to support MMX technology. According to Intel, volume produc- 
tion of MMX-capable Pentium processors should become a reality by mid-1997. 

So what the heck is MMX? According to Intel, Pentium processors using the MMX feature 
set are optimized for running multimedia and Internet applications. Ergo, a Pentium with 
MMX can outperform a non-MMX Pentium machine hy 40 to 400 percent, depending on the 
application used. What does this all mean for games? It means greater color depth, faster 
frame rates and smoother play in games that support MMX. For more information, check out 
the MMX Website at http://www. intel.com/pc-supp/multimed/mmx. 
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Computer System 


JOYSTICK 

CP RECOMMENDS: 
YOUR CALL 

So many choices. If you're a 
flight-sim buff, check 

out the controllers that 
Thrustmaster 
(http://www. thrustmas- 
ter.com) and CH Products 
(http://www.chproducts.com) 
have to offer. More of an action 
gamer? Give the Microsoft Sidewinder or 
Sidewinder Gamepad a try 

(http://www. microsoft.com). Finally. for the 
ultimate in four-player simultaneous action, 
use the Gravis (http://www.gravis.com ) 
MultiPort hub 


SOUND CARD 

CP RECOMMENDS: 

SOUND BLASTER AWE 32 PNP 
There are dozens of sound cards on the market, 
but you can't top the Sound Blaster 

(http://www. blaster.com) AWE 32 PnP (plug and 
play) for compatibility, ease of installation and 
audio quality. 


MEMORY 

CP RECOMMENDS 

16 MEGABYTES SDRAM— 
OR MORE 


Forget 8 megabytes; some new games require 16 
megs of RAM even to boot. Memory prices have 
fallen dramatically, so you may want to consider 
bumping your new system up to 32 megabytes of 
RAM, EDO memory is currently the most popular 
type, but save your money for a new memory for- 
mat—synchronous DRAM (SDRAM)—that delivers 
even faster performance 


The Falcon Northwest P166 system 
may be more expensive than compa- 
rable machines from other computer 
manufacturers, but that’s a small 
Price to pay if you want the ultimate 


in PC gaming hardware. Every Falcon 
Northwest system is custom-config- 
ured for gamers, with pre-installed 
DirectX drivers, a speedy video card 
and an optimized sound system. 

For more info, contact Falcon 
Northwest at 800.258.6778 or 
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VIDEO CARD 

CP RECOMMENDS: 
DIAMOND STEALTH 3D 
2000 SERIES 

Windows 95 may be the future of PC 
gaming, but there are still enough 
MS-DOS games to keep us playing at the 
C^ prompt for years to come. For that 
reason, choose a card with good 
MS-DOS and Windows performance, 
such as the Diamond Stealth 3D 2000 
series (http:/www.diamondmm.com). 


MONITOR 

CP RECOMMENDS: 

15-INCH SVGA MONITOR 
WITH .28MM DOT PITCH 
Whether you have a Mac ora PC, asa 
baseline monitor, you should consider a 
crystal clear 15-inch unit with a .28mm dot 
pitch. If you can afford it, though, go for a 
17-inch monitor. 


SPEAKERS | 


CP RECOMMENDS: 
AMPLIFIED 
SPEAKERS WITH 
SUB-WOOFER 

The speakers you choose 
are important, perhaps more 
so than the quality of your 
computer's sound capability. 
Whichever speakers you 
choose, make sure that you 
get a sub-woofer and ampli- 
fied speakers. 


CD-ROM DRIVE 

CP RECOMMENDS: 6X CD- 
ROM DRIVE—OR FASTER 
CD-ROM drives keep getting faster: 
recently announced eight-speed (8X) and 
10-speed (10X) drives are the fastest yet. 
Our advice? Don't buy anything slower 
than a six-speed (6X) drive. 


HARD DRIVE 

CP RECOMMENDS: 

2.0 GIGABYTES EIDE- 

OR LARGER 

Didn't someone once say you can never 
be too rich or too thin? I'd add that you 
can never have a hard drive that's too big. 
That said, go for at least a 2-gigabyte 
enhanced IDE (EIDE) hard drive with a 
sub-10ms access time. 


PROCESSOR 

CP RECOMMENDS: 

PENTIUM 133—0R FASTER 

With Pentium prices dropping through the 
topsoil, a serious gamester should skip anything 
slower than a 133MHz Pentium processor. If you 
can contain your impulse to buy, even faster 
Pentium processors are in the works—Intel’s 
powerful new MMX technology (see “MMX 
Revealed”) promises to revolutionize the gaming 
industry. 


THE BIG BOYS GO GAMING 


The computer hardware industry's 
"old guard"—companies like AST, 
IBM, Gateway 2000 and NEC—are 
finally getting the hint that com- 
puter gaming is the driving force 
behind a big chunk of hardware 
sales, With the impending arrival 
of Intel's new MMX technology 
and a raft of new 3-D accelerator 
options adding even more fuel to 
the rapidly expanding game mar- 
ket, just about all these companies 
have announced or will be 
announcing computer systems 
designed specifically for gaming. 

AST will introduce a new 
game-specific machine, while IBM 
is close to applying the finishing 
touches to its Ultimate Gamer II 
line of systems. NEC is gearing up 
to release the new PowerPlayer 
PC, which incorporates advanced 
graphics processor technology 
from 3Dfx Interactive. Finally, 
Gateway 2000—recently making 
waves with its hot new 
Destination computer system-is 
rumored to have its own game- 
oriented platform in development. 
For more information, contact 


AST http://www.ast.com 
800.727.1278 

IBM http//www.ibm.com 
800.426.4968 

Gateway 2000 http//www.gw2k.com 
800.846.2000 

NEC http://Avww.nec.com 
800.388.8888 

SPEAKERS 


CP RECOMMENDS: AMPLIFIED 
SPEAKERS WITH SUB-WOOFER 


The speakers you choose are important, per- 


haps more so than the quality of your comput- 
er’s sound capability. Whichever speakers you 
choose, make sure that you get a sub-woofer 


and amplified speakers. 


GRAPHICS CAPABILITY 
CP RECOMMENDS: 

2 MEGABYTES VRAM— 
OR MORE 


With new Mac games supporting more than 
256 colors, video memory is important; 2 
megabytes should be enough for most cases. 


МАС 
FORMAT 


MEMORY 

CP RECOMMENDS: 

16 MEGABYTES RAM 
Just like the PC, the Macintosh 
needs memory for gaming—and 
lots of it; 16 megabytes of RAM 
should be the absolute minimum 
for a game-oriented Mac system. 


CD-ROM DRIVE 
CP RECOMMENDS: 


4X CD-ROM DRIVE 

If you're buying a Macintosh these days, you 
shouldn't think twice about using anything less 
than a four-speed CD-ROM drive. Go with a 
faster drive if you can afford it. 


MONITOR 

CP RECOMMENDS: 15-INCH 
SVGA MONITOR WITH .28MM 
DOT PITCH 

Whether you have a Mac or a PC, asa 
baseline monitor, you should consider a 
crystal clear 15-inch unit with a .28mm dot 
pitch. If you can afford it, though, go for a 
17-inch monitor. 


JOYSTICK 
CP RECOMMENDS: 
MACINTOSH 
FLIGHTSTICK PRO 
There aren't many 
joysticks avail- 
able for the 
Mac, but the ones 
we have are solid 
performers. If we had 
to pick a favorite gen- 
eral-pur- 
pose ‘Иск, 
though, 
the CH 
E Products 
Macintosh 
Flightstick Pro 
would be our pick. 
Check it out at 
http://www.chproducts.com. 


HARD DRIVE 

CP RECOMMENDS: 

1 GIGABYTE 

Games on the Mac tend not to be as hard-drive- 
sprawling as those on the PC, so you can get by 
with a bit less storage space—but not much less. 


PROCESSOR 

CP RECOMMENDS: 
POWERPC, 120 
MHZ—OR FASTER 

If you're buying a Mac, you 
need to have a PowerPC 
processor, and there are a 
number of them, the new 604 
model being the most power- 
ful. For more info, Web over 
to http://www.motorola.com. 


Shown here: 
PowerMac 7200/120 


One of the newest Macintosh 
models from Apple, the 
PowerMac 7200/120 attempts to 
offer gamers the of both 
worlds: in addition to running 
Mac games, an onboard 100MHz 
Pentium processor allows this 


machine to run PC games, too. 


For information, Web over to 
http://www.apple.com. 
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Our reviews are the opinions of our freelance and staff writers. 
Games are rated on a scale of 1 to 10; 10 is the highest rating. 


EVIEW INDEX 


ston Sram CN Tl 
99 АН Тир: Е ch N ый и you see one of these stamped 
ic К; B Е оп а review, put down the mag- 
и мики 68 Deadline azine, go to your software store 
ES aman 89 Gearheads and buy said game immediately. 
53 Virtua Fighter PC 
54 Total Mayhem Capsule Reviews CP PERFECT! 
Adventure 70 Battie Arena Toshinden Excels in all 
Normality Fire Fight categories. A 
d | Megapack 5: milestone. 
sma Ultimate CD Bundle These games 
Sports Space Hulk: Vengeance are very rare. 
59 Tony La Russa of the Blood Angels 
Baseball 3: Star Quest | CP RECOMMENDED 
1888 Earthworm Jim 1 & 2: An overall great 
NHL Powerplay ‘96 The Whole Can 0' Worms game. If you're 
CrossWorld an avid player 
Warcraft ll Expansion Set of the genre, 
Solid State Pinball: this game is a 
Loony Labyrinth must-own for 


Virtua Fighter PC 


artat eta prn dnt pet 
esos eme cette gae 


Important stuff you need to know about the game, including 
hardware requirements, developer, publisher and price. You'll 
even discover some of the game's active ingredients. 
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your library. 


2 Summary Paragraph 


It all ties together here, where we issue our final verdict 
and tell you honestly whether it's a dog or a Doom. 


OVERALL: this rating takes into account all the game's 
pluses and minuses. This overall rating is not an average 
of the other scores. 


$ VALUE: we tell you whether a particular game is worth 
your hard-earned dollars. With games running anywhere 
from $20 to $80, you might find this rating indispensable. 


ORIGINALITY: à look at the effort that was put into creating 
a unique gaming experience. Same old just doesn't cut it 
here. 


PLAYABILITY: ease of game's interface, enjoyment of the 
task involved, control mechanism and replayability all 
factor in here. Playability is a game's single most impor- 
tant aspect. 


GRAPHICS: we look at things such as animation, background 
and character art, color palette, scrolling, resolution, etc. 


MUSIG: we evaluate 
those wonderful 
musical scores. 


SOUND FK: on the side 
of the human head, 
ears play a big part in 
evaluating this non- 
musical aspect of the 
game. Creating an 
atmosphere is crucial. 


BY ZACH MESTON 


АНЗ Thunderstrike: 


hunderstrike thrusts your boot-camp- 
ДЕ buttocks into the cockpit of the 
fictional AH-73M helicopter. You're the 

lead pilot of an élite task force called FIRE- 
STORM. (Elite task forces use all capital letters 
presumably to make themselves seem more 
dangerous. It certainly intimidates me.) The year 
is 1999, and FIRESTORM has sent you on a series 
of eight campaigns around the globe to stamp 
out crime wherever you find it. (See, one person can 
make a difference, as long as he has a $50 million 
gunship.) There are arms run- 
ners in Columbia, a mili- 
tary junta 
in Panama, 
Iraqi forces 
invading Jordan—just a 
whole lot of unpleasant 
stuff. 

So here's what you do, in 
order: 1. Enter your pilot 
name. Always go with something normal; 


AH3 “funny” names like “Dillweed” or “Elvis” 
Thunderstrike is become unfunny in roughly half an hour. 
exactly the 2. Choose a campaign. Some are harder than others, 
same as but you can’t tell which is which until you fly them. 


Thunderstrike 2, 
released by U.S. 
Gold for the 
Sega Saturn 
and Sony 
PlayStation in 
late 1995. Just 
thought I'd 
share. 


3. Select the weapons for your chopper. You have a 
chaingun, homing missiles, fire-and-forget 

rockets and several types of bomb. 
4. Crank up the stereo, and start 
shootin’. 

Thunderstrike gives you three 
control schemes: keyboard only, 
keyboard and joystick, or keyboard 
and mouse. The keyboard/joystick 
combo is the best. Thunderstrike also 
gives you three difficulty levels—easy, 
medium and "shyeah right"—and three 
views of the 
action—inside 
the cockpit 
with the instru- 
ment panel, 
inside the cockpit without 
the instrument panel and 
outside the chopper. The 
external view isn't fixed at 
the back of the chopper 
but "intelligently" rotates 
to keep any nearby tar- 
gets onscreen. 

Each campaign has several missions that must be 
completed in order. The game keeps track of the air, 


m The external view is flashy and fun to watch, but the cockpit 
views make it easier to follow the action, which can be some- 


what important when an enemy chopper is trying to sling a mis- 
sile up your booty. 


w Pay attention to the map displayed at the beginning of each mis- 
sion 'cause you can't call it up during the mission. 


There are arms runners in 
Columbia, a military junta in 
Panama, Iraqi forces invading 


Jordan—just a whole lot of 


unpleasant stuff. 


ground and primary targets you've destroyed. If you 
perform exceptionally well during a campaign, 
you're pinned with a bonus medal. If you complete 
the campaign but don't finish all the missions, you 
receive a demerit; get three demerits, and you've got 
yourself a dishonorable discharge. Plus, the game 
repeatedly plays a sampled recording of Ace Ventura 


saying "Luh-oo-ser!" (No, not really. 
Just testing the "people believe every- 
thing they read" factor.) 
If this all sounds as if you've heard it 
before, it's because you have. 
Arcade-action helicopter games 
have been around since the 


Commodore 64, and though in 
Thunderstrike the graphics are flashier 
(but in lo-res VGA—bleh) and the 
sounds are meatier, the gameplay isn't 
all that different from games | played 
10 years ago. 


АНЗ Thunderstrike, like Core 
Design's recent arcade tank 
shooter Shellshock, was obviously 
designed with the twitch-craving 
owners of 32-bit game consoles 
In mind. Problem is, the vast 
majority of more sophisticated 
PC gamers want more than just 
another shooter. There's nothing 
remotely here— 
Just eight formulaic levels of dim- 
witted enemy targets and fiery 


ACTION 


* 


Price: 
$49.95 


Media: 
compact disc 


Developer: 
Core Design 
Publisher: 
JVC Musical 
Industries, 3800 
Barham Blvd., Ste. 
305, Los Angeles, 
CA 90068; 
213.878.0101 


Min. System 
Requirements 
IBM PC 486, 
33MHz 


MS-DOS 5.0 
2X CD-ROM drive 
8 megabytes RAM 


OVERALL 
$ VALUE 
ORIGINALITY 
PLAYABILITY 
GRAPHICS 
MUSIC 
SOUND FX 


почоьо 


Contents: helicopters, 
jeeps, tanks, battleships and 
various other clichéd vehi- 
cles of war. 


Hits: arcade-style game- 
play means an easy learn- 
ing curve; eye-pleasing 
explosions. 


Misses: blocky, roughly 
drawn 320 x 200 graphics 
in mid-1996? To quote that 
girl from the movie Clueless 
(as pathetic pop-culture 
sponges like myself are 
wont to do): "Whatever." 


Last Word: a chopper- 
based shoot-'em-up without 
longevity or replayability. 
Instead, take a gander at 
Interactive Magic's Apache, 
which has superior gameplay 
and graphics for twitchy and 
brainy gamers alike. 
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BY ZACH MESTON 


I never had a go-kart as a kid, but | often 


attended go-kart races just to see spectacular 


TV. The worst accident | saw occurred when a 
kid's kart ran into his dad's ankle as he brought it 
to a post-race halt. This triggered an explosion of 
profanity. Manic Karts gives me the chance to do 
what І never could as a youth: hop into a go-kart 
and race my brains out. 

Manic Karts is an arcade-style racing game with 


compact disc 


Manic Media 
Productions 
in a single race, an easy or a hard season, or you 
can go after the mother of all trophies, the Manic 
Cup. There are four speed divisions, from 50cc to 
250cc, and you can set the number of laps from 
two to 40. You can choose from eight different 


Virgin Interactive 
Entertainment, 
18061 Fitch Ave., 
Irvine, CA 92714; 
800.974.4607 


http://www. 
vie.com 


IBM PC 486, 
66MHz 
2X CD-ROM drive 
8 megabytes 
RAM 
1 (min. install) or 
85 (full install) 


megabytes hard А 
disk kart color schemes and enter your racer’s name 


and handle, which is helpful if you’re using the 
eight-player network mode. 
Racing in the season mode allows you to enter 


your kart with nitro boosts, super- 


OVERALL grip tires, a bigger fuel tank and a 
faster engine. You can even bribe an 
$ VALUE official for a better place in the next 
ORIGINALITY race, but only a big loser would 
PLAYABILITY stoop so low. 
There are 16 tracks located in the 
GRAPHICS U.S., Australia, Brazil, Mexico, the 
MUSIC U.K., France and Germany. The 2-D 
SOUND FX layouts become more complex as 


you go, and this leads to one of the 
few real problems: on some courses, 
it’s very easy to stray from the one 


eight go-karts, 
16 tracks, smooth-as-butter 
graphics, quickly repetitive 
racing action. 

user-friendly game- 

play, tons of viewpoints and 
an SVGA mode that's 
playable and not just for 
pretty screen shots. 


it's too easy to 
stray off some tracks, some 
of the "music" is short sam- 
pled sound loops and 
there's no "wow" factor. 


true path and drive in the wrong 


pastry, and you can tweak your joy- 
pad's sensitivity to suit your racing 
style. The keyboard and 
Thrustmaster T1 steering wheel are 
also supported. 

Manic Karts’ gameplay is very 


despite all its 
nifty features, Manic Karts is 
merely arcade go-kart racing 
without the hook that makes 
a good racing game great. 
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flaming crashes like those in the auto races on 


a tremendous number of options. You can engage 


the shop between races and soup up 


direction. Steering is a piece of frosted 


user-friendly and intuitive. This is one of the rare Manic Karts 

PC games that you can start to play without crack- has eight- 

ing open the manual. The loading times for each player net- 

track are a bit long, even if you go for the 85- work races 

megabyte full installation, but once you're on the and VR head- 
sets. 


You can engage in a single 
race, an easy or a hard season, 
or you can go after the mother 
of all trophies, the Manic Cup. 


track, everything moves fast and furious. 

Manic Karts’ graphics are well-drawn and very 
smooth, whether you're in the VGA or SVGA modes. 
The VGA mode achieves over 30 frames per second 
on my Pentium, while the SVGA mode generates 
about 15 frames. There are a bazillion camera 
angles to choose from, although the simple behind- 
the-kart viewpoint is best 
for playability. The screen 
also tilts left and right to 
simulate your head tilting 
as you whip around cor- 
ners. The sound effects 
and music are slightly 
above-average and in 
Surround Sound"" for PC 
gamers who have their 
systems hooked up to 
Dolby Pro Logic decoders. 


The 16 tracks 
span the 
globe, from 
the Gold Coast 
of Australia to 
the littered 
streets of New 


Now the shocking confession: Manic Karts is 
slightly ho-hum despite its plethora of fea- 
tures. Perhaps it's because go-kart racing 
isn't as inspiring as racing with real cars, or 
maybe because the sameness of the carts 
and tracks becomes boring quickly. | won't 
be playing Manic Karts after | review it—not 
because it's terrible; it simply didn't hook York. 
me. Racing fans and go-kart lovers should 

definitely check it out. More casual 

"vroomers" should seek something more 
conventional. 


ш Start with single races іп the 50cc class to get a feel for the 
tracks and steering. You can tweak the steering sensitivity at the 
option screen. 


п In the season mode, invest your money іп a category that suits 
your racing style. If you like speed, put your dough into a bulfer 
engine. If you like smooth cornering, get better tires. 


№ if you get lost on a track, you may be in first place. Drop behind 
one or two computer-controlled karts, and follow them as they 
navigate the track. 


GE Te WrRED 
INTO Tris HOT TES 


GOMPUTER™ GAM EK MAGAZINE 


LAYER 
ROM a 
FEATURING: 


DUKE NUKEM) 
(AFTERLIFE  ) 
( WARBIRDS) 


LADING-ENGE HARDWARE: Build а Game-Crushing Computer System 


Cp 


Comp Player 
the gi es удо even more of 
tin PC gaming 


with a UN. 


CD- R OM stuffed with 
game demos! 


Every month you get: SUBSCRIBE NOW to 
REVIEWS AND PREVIEWS receive COMPUTER PLAYER and 
of the newest games! get the demo disc every month for 
© осе nto the "AO. OST va. rate of 
on gaming products and people! only You save over 
ATED computer gaming $53 off the newsstand price! 
Hiahia. Call 800.328.6719 
["CHEAT MODE” cheats, tips or mail the attached card. 
and hints. 


atale MaA GREAT GAME DEMOS! 


Computer Player, P.O. Box 423, Mt. Morris, IL 61054-8342; phone 815.734.1116 


[ 
I „== 
Ү JASON D'APRILE 


Rayman 


УЖ n some parallel dimension where Newton's 
Is apply only loosely and things are not as 
we know them, Rayman sets off on an adven- 
ture that spans 70 levels and six landscapes to res- 
cue his Electoon friends and wrest the Great 
Protoon from the evil Mr. Dark. Even though I’ve 
seen them, I still don't know exactly what the 


ON 


As Rayman progresses 
through the game, 
Betilla the Fairy endows 


$49.95 


compact disc him with new powers. 

things in this game are, and it hardly matters. 
Rayman is a weird little guy with hands and feet 
but no limbs or neck, and most of the other crea- 
tures are similarly formed. 

The animation is exceptional, and the look and 
graphics of Rayman are nearly perfect for the 
game's atmosphere and attitude. Because UbiSoft 
wants Rayman to become the 32-bit generation's 


UbiSoft 
Entertainment 


UbiSoft 
Entertainment, 
80 East Sir Francis 
Drake Blvd., Ste. 
3-E, Larkspur, CA 
94939; 
415.464.4440 


http://www. 
ubisoft.com 


IBM PC 486, 
33MHz 
Windows 3.1, 
MS-DOS 5.0 
2X CD-ROM drive 
4 megabytes RAM 
10 megabytes 
hard disk 


You can press the run button 
once while Rayman Is moving 
forward, and he will rush until 
he hits something or you press 
another directional key. 


mascot, the game had to be visually 
stunning. And it is, after all, a 2-D side scroller. If 
you've played the myriad of games of this type 
available on consoles, then you have a pretty 
good idea of what to expect in Rayman 

Despite its derivative roots, Rayman manages 
to bring some neat new gimmicks to the table. 


OVERALL 


$ VALUE GRAPHICS 
ORIGINALITY MUSIC 
PLAYABILITY SOUND FX 


Rayman, bizarre beasties, beautiful, surreal scenery 
and a horde of other eye and ear candy. And a whole lot of little 
blue things. 


superb visuals and fantastic audio give Rayman an uncompro- 
mising presentation, and tight, responsive gameplay and wonderful 
characters round out this charming little gem of a platformer. 


it's an action/platform title, so you have to enjoy this genre 
to like Rayman, and some of the segments can be annoyingly difficult. 


the best action/platform title you can buy. 
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Thi hout 
When the game begins, Rayman has no special р 
abilities; he can only jump and crawl, and he'll Wayman ИА 
need to in order to avoid his many enemies. Soon, help his 
he gains a shooting fist. As Rayman progresses беер in 
through the game, Betilla the Fairy endows him 

п need, who 

with new powers. 

return the 


While powerups are nothing new, placing 
objects on levels that you can't reach until you 
acquire a certain power is rather novel. Essentially, 
you'll go back to previous spots on the world map 
to find things that you couldn't before. This is 
especially important in your quest to find and free 
all the Electoons imprisoned throughout Rayman's 
world. The smartly designed 
levels and entertaining visu- 
als help to prevent the task 
from becoming monoto- 
nous, and Rayman can 
really keep you on your toes 
(so to speak). 

The audio is stunning. 
The music is on a par 

with the best gaming 

soundtracks. From 

Rayman's occasional 

quips and sounds to the enemy and scenery 

noises, the game's sound effects complement 
the action perfectly. 


favor by pro- 
viding Rayman 
with a way to 
complete the 
next level. 


Some bosses 
become your 
friends after 
you best them. 
Look at that 
Sax Man 
groove! 


Without a doubt, Rayman is a great piece 
of work. It has topnotch graphics, sound 
and control and provides hours of enter- 
taining action. For a game of this type, 
there's not much to complain about. If you 
want a great console-style platform game 
for your PC, look no further. 


ME-PLAYING HINT 


m You need to rescue all the Electoons to reach the final battle 
Mr. Dark; this means searching through some of the levels sever- 
al times. The gold disk places Electoon smiles in order—the first 
rescue appears right in the middle—so you can get an idea 
where the missing Electoons might be. 


m The end bosses in RAYMAN work mostly according to noticeable 
patterns and don't often deviate from their attack plans. Use this 
Single-mindedness to your advantage, and watch out for the ones 
who jump around the screen. 


m Electoon cages are almost always guarded or in difficult places. 
Many appear only when you pass through a certain spot or knock 
off a particular opponent. Either way, you'll hear a chime to tell 
you something happened. 


Virtua Fighter PC 


ost of you have probably already guessed 
M this, but ГИ restate something about 
myself for new readers: | absolutely love 
fighting games. | don't know what it is about 
them. Maybe | was beat up once too often on the 
playground at school, or maybe | have issues 
with my smother, er, | mean mother. Whatever 
the case, fighting games really appeal to me 
and always have. | can remember waiting 
breathlessly in line at my favorite arcade 
several years back when Virtua Fighter (VF) 
came out. | had 10 bucks in quarters 
and was determined to spend every last 
D> one mastering the moves of Kage, the 
ruthless ninja 
For VF newbies, it's a 3-D fighter (it’s actually 2-D, 
but it looks 3-D). The first VF was 
very blocky; the characters were all 
made out of huge, untextured 
polygons. Virtua Fighter Remix (VFR), 
released exclusively for the Saturn, 
was VF with a face-lift that included 
more textures, polygons and 
graphic detail. Virtua Fighter PC 
(VFPC) is almost a direct port of Virtua Fighter Remix 
I'm a creature of habit, and of course, | played as 
Kage (pronounced "kaa- je,” like a Scottish guy say- 
ing "car jay.") | was 
immediately impressed 
by the quality of the 
drawings at the charac- 
ter select screen; each 
of the game's eight 
fighters was beautifully 
drawn. The first round 
began, and | instantly 
noticed the attention 
to every detail present 
in the original arcade 
game. The music that 
preludes each round 
and the announcer's voice were both arcade-perfect 
(or should | say, Saturn-perfect). The silky-smooth 
animation in the characters’ ready-to-fight stances 
was breathtaking; it looked better than that of the 
Edge 3D version. The setup was perfect. VFPC had 
captured the feel of the original VFR. The only thing 
that could screw it up was sub-standard gameplay. 
| immediately jumped in and began to pummel 
my first opponent, Jackie. All of the combos | had 
spent so much money in the arcade to master were 
working! Best of all, the controls were as frisky 


GAME-PLAYING HIN 


m Learn your character's throws; he or she has more than one (this 
n't MORTAL KOMBAT; throws aren't considered cheesy). 


п If your opponent is on the ground, press up and punch simultane- 
ously for a ground attack. 


susceptible to repeated ground attacks or low attacks. 


ш Experiment with your combos: press punch three times fast and 
follow with a kick for a good attack. 


m Don't fool around when you fight Dural; you get one chance to 
heat it or it's back to square one. 


SARAH f. 
AKIRA 


This group bat- 
tle mode is a 
real plus; it will 
extend the life 
of the game 
several 
months. 


m Pai 


I was immediately 
impressed by the quality 
of the drawings at the 
character select screen... 


BY GLENN BRODERICK 


as the 

arcade's; 

there 

wasn't the Win95 
lag time 

between but. You won't believe how smooth even Price 
ton press and complex moves like this one look. 530-540 
onscreen action that normally accompanies РС Medi 
fighting games. The throws, punches, kicks, combos № а 
and voices that made VFR so cool were here. The compact disc 
polygon rotation, which is ultra-smooth from start Developer 
to finish, left me slack-jawed. You won't find any Sega of Japan 
choppiness. A defining attribute of VFR was the AI Publisher 
(Artificial Intelligence). The computer played very Sega 


strategically, and if you wanted to win, you had to 
have a handle on all of your character's moves 
Happily, this Al is in VFPC. 
Гат very impressed by 
what | saw and played | 
In a perfect world, | 
would stop the review 
here, but | can’t. There 
are a couple of downers 
that can't be ignored. 
First, | need to express my disappointment in the 
timing of the game. VFPC is essentially a face-lift of 
the first VF. That game came out over two years 
ago! Now, I’m looking forward to VF3. Second, 
ardent VF fans are sure to notice the lack of detail in | 
the backgrounds. It doesn’t approach the detail of 
the Saturn version. This is nitpicking, though, 
because these backgrounds have little to do with 
enjoyment of the play mechanics. While these 
downers exist, they can’t take away the meat of 
VFPC's fun factor. 


OVERALL 


$ VALUE 
ORIGINALITY 
PLAYABILITY 

GRAPHICS 


SOUND FX 


Entertainment, 
255 Shoreline Dr., 
Ste. 400, 
Redwood City, CA 
94065; 
415.508.2800 


Website 
http://www. 
segaoa.com 

Min. System 

Requirements 

IBM PC Pentium, 

90MHz 

Windows 95 

2X CD-ROM drive 
16-bit audio 

8 megabytes RAM 


MUSIC 


ч co 0 oO w © 


What would a fighting game be with- 
out some big-time wrestling moves? 


Your decision to get VFPC 
should be a no-brainer. If you 
like fighting games, it doesn't 
get much better. The elements 
that made VFR a hit on the 
Saturn are here with a very spe- 
cial bonus: non-existent load 
time! Many games are in a 
state of "catch-up" with con 
soles. PC fighting games have 
long been left behind. VFPC is a 
sign that this platform can 
compete with the next-gen 
consoles. VFPC is a day late but 
certainly isn't a buck short. 


Contents: hundreds of 
authentic martial arts moves, 
incredibly lifelike fighters, 
arcade/Saturn-perfect. 
Hits: variety of characters, 
moves and backgrounds, 
perfect play mechanics, 
silky-smooth graphics, 
decent music; group battle 
and two-player modes will 
keep you playing. 

Misses: took a while to 
come out; missing detail in 
backgrounds. 

Last Word: this is one of 
the best ever fighters for a 
PC. If you are a fighting- 
game fan or if you're look- 
ing for something new, you 
will not be disappointed. 
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lot of things put a smile on my face; the 
misfortune of others, impersonations of 
Margot Kidder and “Deep Thoughts by 


Jack Handy” are just a few. White-knuckled, brain- 
popping, armed-to-the-teeth action games are 


i3 The big question in 
Media my mind as I worked 


compact disc through the missions was, 


Developer “Could such a strange combo 
Publisher of game genres work?” 
Domark/Eidos, 
1900 South 


other examples of things that | find endlessly 
entertaining. So even though it had no Margot 
Kidder impersonators, you can imagine how 


Norfolk St., San 
Mateo, CA 94403; 


415.513.8929 
“ happy | was when Total Mayhem found its way to 
Website my desktop. With a name like that, how could | 
http://www. 


not get my hopes up? 
This is the best way to describe TM: imagine 
MechWarrior meets Syndicate meets X-COM. It’s 


domark.com 
Min. system 


Requirements not quite as confusing as it sounds. You are cho- 

IBM PC 486, sen by the High Command to destroy renegade 

66MHz mechs that have enslaved the population of the 
Windows 3.1 planet Caetnor. (If game plots hold any credence, 


the future looks like a pretty crummy place.) As in 
MechWarrior, you control a mech as you work 
through a variety of missions. And like Syndicate, 
TM has a three-quarter isometric perspective. In 
addition, you control a whole gang of mechs at 
once. It's like X-COM in that it's just plain strange, 
but in a good way. The big question in my mind 
as | worked through the missions was, “Could 
such a strange combo of game genres work?” 
After you've sat through TM's obligatory open- 
ing sequence, you are given your first taste of the 
game's strategic elements at 
the Mayhem Base. Here, you'll 
upgrade your armor, buy and 
trade weapons and outfit your 
ever-growing gang of good- 
guy mechs. The first mission 
doesn’t give you too many 
choices. You start with one 
mech and the standard laser 
rifle, med kit, battery and laser 


(Win 95 required 
for any multi- 
player play) 
Sound Blaster or 
100-percent-com- 
patible sound card 


2X CD-ROM drive 


SVGA graphics 
card 


9 OVERALL 


SVALUE 9 
ORIGINALITY 7 
PLAYABILITY 9 


GRAPHICS 8 
MUSIC 9 

SOUND FX 69 

Contents: mechs, grenade launchers, smooth gameplay, mass 


destruction, further proof of my theory about the future being a 
heinous place. 


Hits: highly intuitive interface, lots of weapons and missions, nicely 
rendered characters, plethora of multiplayer features. 


Misses:Univbe graphics drivers, using the onscreen map is some- 
times cumbersome. 


Last Word: TM is an above-average execution of a style made 
famous by Syndicate. If you have an affinity for it, you'll definitely 
want to check this one out. 


54 COMPUTER PLAYER 


iere 


aca | amem ure mence 


coils. Because the first few missions are meant 
only to acclimate you to the controls, the dearth 
of weapons doesn't matter much. You can buy 
more of each item in your inventory; this is espe- 
cially helpful because you'll need them to survive 
the first few missions. 

After you've suited up and listened to the 
MechWarrior 2-esque 
mission objectives, 
you're ready to kick 
some mech butt. 

Seeing mechs 
from a three-quarter 
isometric POV is a lit- 
tle disorienting at 
first; I'm so used to 
seeing gangs of peo- 
ple from this vantage 
point. After | had 
worked through 
those issues, TM 
quickly became a blast. Controlling your mechs 
couldn't be more effortless. Everything about the 
interface will remind 
you of Syndicate or 
X-COM; the only dif- 
ference is that TM's 
controls are even 
smoother than 
those of its prede- 
cessors. An especially 
cool feature of the 
mechs' controls is 
that you can easily 
split up commands 
between individual 
mechs (e.g., fire, 


This is the 
Mayhem Base, 
where you'll 
make strate- 
gic, Patton- 
like decisions 
about armor 
and weapons. 


You get all the 
info you need 
here at the mis- 
sion briefing. 


move, etc.) or give group commands. You can do 1 love the 
this by clicking on the group/ungroup button. smell of burn- 
ing mech in 


The tool bar at the bottom of the game screen is 
cleverly crafted; clicking on a desired mech brings 
up his name and a highly detailed inventory list. 
The sprites that represent each inventory item are tory! 
very clear. You won't have to strain your eyes to 
tell the difference between a med kit and a laser 
rifle. These little touches make playing TM an 
addictive experience. Once you've grown accus- 
tomed to the controls, the focus shifts to the quality 
of the missions. 

A big problem I have with many games of this 
nature is that the missions seem gratuitous. The 
nature of a computer game dictates that the first 
missions are easy and the later missions more diffi- 


the morning. It 
smells like vic- 


№9 1 uy 
х и 


cult. The problem arises when develop- 
ers try to incorporate these necessities 
into coherent gameplay. Too often, mis- 
sions and their objectives come off like 
bad plot twists from B-movies. This is 
not the case in TM. It’s obvious that 
time was spent contemplating the rationale 
behind the missions 
and how they fit into 
the grand scheme of 
the game. Your first 
mission, usually the 
cheesiest and most 
gratuitous, comes off 
without а hitch. Your 
objective fits in beauti- 
fully with the goals of 
future missions. It's 
attention to detail that 
sets TM apart. 

It has been said time and time again that bad 
music and sound effects can kill an otherwise 
good game. Domark considered this important 
factor when it created TM. Again, this aspect of 
the game can best be described as a mixture of 
things. It seems 
Techno and New 


Strategically, 
it's best to 
view the 
action from 
as far back 
as possible. 


GAME-PLAYING HINTS 


т Buy a lot of batteries! If your mechs run out of juice in the middle 
of a mission, you automatically lose. 


па Practice giving separate orders to individual mechs; your ability 


to do this will determine how far you get. 


т After each mission, check the robotics lab and armory to see 
whether you've got anything new at your disposal. 


@ The game gets hard quickly; save often. 


Age were com- 
bined to accom- 
pany the game- 
play. The sound 
effects are 
superb, from the 
explosions to 
your troops say- 
ing “Yes sir” (ala 
C&C). You'll feel 
like an authentic 
squadron leader 
in the trenches. 
There was only one glaring flaw in TM, and I'm 
sure it will turn off a lot of potential fans. For some 
reason, Domark decided to equip TM with Univbe 
video drivers. For those of you with no Univbe 
experience, let me say this: you’ve got a 50/50 
shot that the drivers will 
work with your 
PC. If they're not 
compatible with 
what you have, 
you'll get either a 
static-infested 
picture or no pic- 
ture at all. There 
is a patch you can down- 
load to correct the prob- 
lem, but some gamers will 
be annoyed that a trip to 
Domark's home page is 
necessary to play the game 


Total Mayhem is a well-above-average title. 
Like many good games, TM doesn't set 
itself apart by creating a new genre; it 
excels by flawlessly executing older ones. 
Gameplay is about as intuitive as it can get, 
the missions are put together nicely, and 
the music will keep you humming. Even 
though the game will require many of you 
to download a patch to run it properly, 
you'll likely find the inconvenience well 
worth it. 
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ADVENTURE 


D 


Media 
compact disc 
Developer 

Gremlin 

Interactive 
Publisher 
Interplay 
Productions, 
17922 Fitch Ave., 
Irvine, CA 92714; 
714.553.6678 


BY JASON D'APRILE 


Normality 


ife in Neutropolis is very “normal.” From its 
| gray, sunless sky to the citywide ban on fun, 

individualism and any other sorts of nasty 
subversive behavior, everything in Neutropolis is 
for your benefit; and if you don’t think so, the 
Norm Troopers will quickly change your mind in 
manners most heinous. With its latest title, 
Normality, Gremlin—maker of the recently released 


Cet in there! 1f.that TU 
Им coming sri after you! 


Website game's technical execution is another matter 
http://www. entirely. Normality is a puzzle/item-manipulation 
interplay.com adventure game, and most games like this have 
Min. System been the standard screen-by-screen, third-person, 

Requirements Sierra-style adventure. But Gremlin went another 
IBM PC 486, route—one that’s sure to set a trend: it uses a first- 
66MHz Outside the mall, where you'll meet the not-so- person game engine. This one is actually on a par 
2X CD-ROM drive blind guy and his not-so-deaf dog. with Duke Nukem 3D; it contains SVGA graphics 
8 megabytes that are just as good and fast—smooth scrolling. 
RAM racer, Whiplash, and the superlative hovercraft rac- But—and make no mistake about it—Normality is 
15 megabytes ing game, Slipstream 5000—has taken a different in no way a Doom clone; there's no combat—just 
hard drive route. The game takes the classic Orwellian conversation and point-and-click interaction. 
“1984” theme and adds yet another twist; the There are plenty of characters to interact with, 
result is a game that is, in at least some ways, both чин 
innovative and entertaining. 
You take the role of the genera- 
tion-X-type hero, Kent, as he strug- 
gles to solve the mystery of why his 
$VALUE 7 hometown is «ата Чак and dreary 
ORIGINALITY 7 cultural wasteland. Through the 
PLAYABILITY 8 clever use of certain items, you'll 
have to outsmart the appallingly stu- 
GRAPHICS 5 pid Norm Troopers, tamper with 
MUSIC 8 damaging evidence, commit illicit 
SOUNDFX 8 acts of shopping and con and sneak 


your way into places where the all- 
powerful leader of Neutropolis defi- 
nitely doesn't want a freethinking 
punk to go. 

Instead of taking a grim view of its 
subject matter, Normality uses a 
tongue-in-cheek approach to tell the 
story. And though none of this is 


Contents: Kent (expert 
slacker) Nazi-like Norm 
Troopers, other weird char- 
acters, goofy puzzles and 
bizarre situations—all from 
an exceptional first-person 
point of view. 


and the game uses 3-D rendering to bring the 
oddball cast to life. During conversations, you 


The evil lab 
where shifty 


Hits: 9 particularly original (the “1984” idea choose from a list of various responses, none of scientists 
5: great graphics, has been cloned to death), the which has any detrimental effects on Kent conduct 
decent sounds, Doom-style (indeed, you pretty much have to go unnatural, 


control, a good sense of 


2 through all possible conversation topics 
humor, plenty of interesting 


heinous rock 


to glean clues to the puzzles). Actually, ^n' roll 
sites and some cool puzzles. Kent can't die or be seriously hurt at all, experiments 
Misses: short; most of the though he continually takes an unbeliev- on hapless 
puzzles won't tax your cra- able amount of abuse. To further the subjects. 


nium, and the dialogue 
gives too much of the mys- 
tery away. 

Last Word: alot of fun 
while it lasts, and the use of 
the first-person play style 
makes it even cooler, but 
short play undermines it. 


action, the game also smoothly injects 
3-D-rendered cinematics at various 
points. And there isn't a live actor in 
sight of Neutropolis, but Cory Feldman 
does provide the voice for Kent. 

That Normality uses a Doom-style 
engine helps give the game an original 
twist that it would not otherwise have. 
The puzzles all involve manipulating 
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It's the voodoo 
Kent doll—sure 
to be next 
year's biggest 
toy craze! Not! 


and combining items in odd ways, and most 
of them just aren’t that challenging. Even the 
more obscure ones were marred by the dia- 
logue (either from Kent or the other 
characters), which tends to just 
about reveal many of the solutions. 
The game is rather short, and expert 
puzzle gamers will get through it in a 
day or two. An interesting feature— 
and one that gives it extra play mileage—is that 
quite of few of the puzzles can be solved in a 
number of slightly different ways, and at one 
point, you enter a minor "plot branch." 


... you'll have to outsmart the 
appallingly stupid Norm 
Troopers, tamper with damag- 
ing evidence, commit illicit acts 


of shopping and con and sneak 
your way into places.... 


Normality uses a gimmicky voodoo-doll interface 
to manipulate the various objects in the gaming 
world: click on Kent's sunglasses to examine 
something; click on his mouth to talk, his chest 


to open doors and his hands to grab and use 
items. The game would have been better if it had 
been more Doom-like and you could tap the 
spacebar to open doors and initiate conversa- 
tions. Another gripe is that you can't skip 
through redundant dialogue sequences; some of 
the speeches seem a little long and pointless, 
especially when you have to listen to them 
repeatedly. Also, Normality is an MS-DOS game 


and generally runs poorly 
under Windows 95 
There's no doubt that 
Normality is entertaining; 
it's humorous and involv- 
ing and plays excellently— 
so well that | couldn't help 
but think what a great 
combat game its engine 
would make. It looks 
great, and it has excellent 
sound effects, quirky tunes 
and humorous puzzles 
and characters to deal 
with. Overall, Normality is a step in the right 
direction, if not a resounding success 


Please, ignore 
the camera; 
just act natu- 
rally, and pay 
no attention 


Normality is a good attempt to broaden this 
aging genre. It has excellent presentation 
and a great sense of humor, but it's a bit 
on the short and easy side; entertaining 
and worth a look, certainly, but it's no epic. 


to all those 
little bugs... 


ME-PLAYING HINTS 


m If you have trouble with the puzzles, listen more closely to the 
dialogue, and be sure to have Kent examine all the stuff he finds. 


m The plot will branch—depending on whether or not you destroy 
the evidence against Kent; his prints and those paint samples 
make a compelling case. 


m You need something to brighten your view in the sewers under 
the stadium. The batteries are hidden somewhere in the sewer 


(well, above it, but you have to get them from below), and there's 
à pair of night-vision goggles in the stadium. 


пш Some puzzles offer few solutions. In the TV studio for instance, 
the computer geek hates having a dirty shirt, so you can throw 
one of the brown substances you found outside onto him, and 
maybe you could scrape up something just as nasty from your 
apartment. 


m In the mall toy shop, you must find a way to get the goods out 
without setting off the alarm. Hmmm...; those gliders could really 
hold stuff. Just remember; shoplifting is Still wrong, though. 
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ADVENTURE 


* 


Price 
$49.95 
Media 
two compact | 
discs | 
Developer: 
Charybdis Ltd. 
Publisher: 
GameTek, 2999 
М.Е. 191st St., 
Ste. 500, 
Aventura, FL 
33180; 
305.935.3995 
Min. System 
Requirements 


IBM PC 486, 
33MHz 
MS-DOS 5.0 
2X CD-ROM drive 
8 megabytes 
RAM 
30 megabytes 
hard disk 


Y ZACH MESTON 


n an unnamed snowy region, a little boy 
I named Spud is summoned by a gnome to the 

house of his white-bearded and suspiciously 
jolly grandfather, who's been kidnapped by an evil 
toy maker named Doctor Chillbane. Spud has to 
explore the house, figure out what's happening 
and search for Grandpa. 

The viewpoint in Spud! is somewhat like that of 

Zork Nemesis. You stand on a spot, look around 


As you explore Grandpa's 
house, you find more than a few 
of his elves' dead bodies around 

the joint, with bullet holes and 
blood liberally scattered. 


360 degrees and walk forward when there's a 
path to tread, a door to open or an item-filled 
area to probe. The designers call it Super-Look- 
Around-O-Vision. (Giggle, snort.) The difference 
is, while Zork Nemesis has high-resolution graph- 
ics, incredible animation and uncanny stereo 
sound effects, Spud! often has poor, lo-res graph- 
ics, precious little animation and awful sound 
effects. 

Spud! has the 
usual variety of 
adventure-game 
items, and you can 
also combine bunnies 
and gnomes with 
other objects. For 
example, you can 
combine a drill and a 


gnome to 
create a dig- 
ging gnome. 
5 The puzzles 
become 
ORIGINALITY 5 slightly more 
PLAYABILITY 4 difficult as 
GRAPHICS 5 the game 
progresses, 
MUSIC 4 but they 
SOUNDFX 4 never surpass an intermediate level. 


Contents: dead elves, 


humanoid reindeer, 


gnomes and bunnies. 


Hits: uh...it doesn't erase 
your hard disk when you 


install it. 


Misses: cutesy graphics 
make it look as if it's for 
kids, but parents might 
disapprove of machine- 


gunned elf carcasses. 


Boring gameplay - trite 
puzzles + heinous acting 
+ unfriendly interface = no 


And they're still too difficult for the 
kids this game seems aimed at. 
A more obvious sign that this kid- 


die game isn’t really for kids is at the 
start. As you explore Grandpa’s 
house, you find more than a few of 
his elves’ dead bodies around the 
joint, with bullet holes and blood lib- 


fun. erally scattered. But why design a 
Last Word: а truly bad game for grownups that features 
Myst wannabe. talking reindeer, a demented toy 
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maker and cute polar bears? | don't 


Spud! seems like an adventure for kids, but unless they enjoy the sight 
of Santa's elves lying in pools of blood, it's not. 
age group and 


оС 
stick with it, t 


get it. Pick an 


Spud!'s 
graphics are 
3-D-rendered, 
but not well- 
rendered. The 


people! à 
only three save- 

game slots and 

they don't show the most recent save; the two 

CDs must be installed separately; and you have to 


Other stupid a > Se » 
they can’t be ^ 
named, and 

enter a password from the end of the first 
half to play the second half. Why?! 


I replayed Spud! on three different animation 
days to make sure my feelings about andimastin’ 
it weren't caused by a а 
bad hair day, and objects.are 
they weren't. I used rotighdook: 
ing or blurry. 


different shampoos 
just to make sure. 
This is a terrible 
game. It's a clunky, 
ugly adventure that 
doesn't possess a 
hundredth of the 
graphic wonder or 
intriguing storyline of 
Myst or Zork Nemesis. 1 
realize there is some- 
one who'll like this game, and that person 
should be repeatedly beaten about the 
head with a loaf of bread until he comes to 
his senses. (You use a loaf of bread because 
after administering the beating, you can 
consume the evidence. I'm so clever that I 
scare myself.) 


ING HINTS 


ш The password to the second half of the game (at least in my ver. 
sion) is JXDE. 


ш To get past the polar bears guarding the bridge at the beginning 


of the second CD, grab the tennis rackets at the top of the snowy 
hill, and walk across the deep snow to the bears. After they shoo 
you away, climb up the snowy hill, and use the Christmas pud- 
ding from the U-boat. It rolls down the hill, becomes a huge 
snowball and bowls the bears over. 


Tony La Russa 


BY JEFFREY TSCHILTSCH 


Baseball 3:1996 Edition 


he 1996 Major League baseball season is in 
| full swing, and Stormfront Studios has 
released an update to last year's Tony La 
Russa Baseball 3. Available either as a complete 
game for new players or an upgrade to the origi- 
nal, the 1996 edition includes complete player and 
team statistics from the 1995 season and updates 


all significant roster changes as of March 1, 1996 


Stormfront has replaced the team data 
disks with OLD TIME BASEBALL, an add-on 
product to TLB3 that includes more than 
12,000 players active from 1871 to 1981, 16 
ballparks and a time-machine feature that 
lets you pit players from different eras 
against one another by mathematically 
adjusting the historical statistics. 


The pull-down 
menus give you 
access to all 
the manager 
functions. 


The statistical update lets you 
play in either of two baseball uni- 
verses: 1995 or spring training 
1996. The 1995 final season stats 
allow you to accurately re-create 
any game from last year, including 
the post-season. In the general man 
ager challenge mode, you can pro- 


ject the results of future seasons based on your 
decisions. Stormfront has replaced the team data 
disks with Old Time Baseball, an add-on product to 
TLB3 that includes more 
than 12,000 players 
active from 1871 to 
1981, 16 ballparks and a 
time-machine feature that 
lets you pit players from 
different eras against one 
another by mathematically 
adjusting the historical 
statistics. 

Because the graphics in 
the original version of TLB3 
were superb, the look of 
the game has changed lit- 
tle. The incredibly detailed stadiums are still some of 
the most breathtaking in computer baseball, espe- 
cially when the game is played in the 640 x 480 
SVGA mode. If you caught my review last year, you 
know that my major problem with TLB3 was the 


GAME-PLAYING HINTS 


ш The only accurate way to pitch is to use the keyboard, so forget 
your joystick. When pitching in tight situations, be sure to check 
the batter's statistics, both head-to-head and situational. Watch 


the “Tony's Tips” videos (unless you already did that last year). 


Need a little extra help? Turn the current batter into a supe: 
human by pressing down the M, E, G and A keys simultaneously; 
now he'll hit just about anything out of the park, and on defense, 
he'll field every ball, regardless of his position! 


BEARUS 


choppy animation. That problem has been fixed 
Everything is smooth, from the pitcher's wind-up to 
the ball sailing over the center field wall. 

The control is much more responsive, too. The 
game reacts immediately to keyboard commands 
and joystick movements. This is most 
noticeable on defense; your players now 
move accurately based on your control 

input and throw the ball to your desig- 
nated base almost immediately. 

The batting interface has the oppo- 


you merely wait for the ball to arrive and swing 
at the appropriate moment. This is fine for begin- 
ners, but | like to 
reach out or dig 
down for a pitch, 
especially when | 
have the hit-and- 
run on. In TLB3, 
you can't control 
where your batter 
swings in the zone; 
the computer 
decides based on where the ball is 
This can lead to some interesting 
results, such as the batter refusing to 
Swing at an outside pitch, even 
though I’m pressing the button, 
because the computer has deter- 
mined the ball is out of reach. 


If you're into management, you 
won't care at all, because the 
graphics and animation are a 
joy to watch, and the in-depth 
stats provide you with just 
about everything you could ask 
for. The game's audio is so fan- 
tastic that 1 can overlook the 
minor drawbacks of the player 
interface; I could listen to Mel 
Allen's color commentary all 
day long. On the play-by-play, 
the announcers use the players’ 
names, and that results in near- 
broadcast quality. So what are 
you waiting for? Play ball! 


site problem. After selecting your swing 
strategy (contact, power, normal, etc.), 


Price 
$39.95 
(upgrade—$14.95 
plus $5 S&H) 


Media 
compact disc 


Developer 
Stormfront 
Studios 


Publisher 
Stormfront 
Studios, 4000 Civic 
Center Dr., Ste. 
450, San Rafael, 
CA 94903; 
415.479.2800 
Website 
http://www.storm 
front.com 


Min. System 
Requirements 
IBM PC 486, 
66MHz 
SVGA graphics 
card 
MS-DOS 5.0 
8 megabytes RAM 
11 megabytes 
hard disk 
2X CD-ROM drive 
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ports titles are now the best-selling game 
category in the world, and it’s no surprise 


Win95 that everyone and his mother is introducing 
a line of computer-simulated athletic events. NHL 
Media: Powerplay '96 is the debut hockey franchise for 
compact disc 
Developer: POWERPLAY is the first PC 
Radical 
Entertainment hockey game that captures 
Publisher: the sensation of battling along 


Virgin Interactive 
Entertainment, 
18061 Fitch Ave., 
Irvine, CA 92714; 


the boards for a loose puck... 


industry veteran Virgin Interactive, and it's a 


800.974.4607 decent entry in the put-the-biscuit-in-the-basket 
Website: genre. 
http://www. Powerplay offers most of the features you'd 
vie.com expect from a sports sim in this golden age of PC 
Min. System gaming. You can play a one-game exhibition, an 
Requirements 11- to 82-game season, a best-of-one to best-of- 
IBM PC 486, seven playoff and a world tourney that includes 
66MHz ^ the game's 16 international teams. Quick-start 
Windows 95 mode allows you to jump right into the action. A 


detailed option screen lets you adjust the period 
length and fool around with penalties, the offside 
rule, automatic or manual line changes, player IDs 
and sound effects. An in-depth coaching screen 


2X CD-ROM drive 
8 megabytes RAM 
5 megabytes 


hard disk allows you to modify your team's tactics on 
offense and defense. About the only 
thing Powerplay doesn't offer is the 
anal-retentive stat-tracking that 
$VALUE 7 some sports gamers need to survive; 
ORIGINALITY 4 they'll have to be satisfied with basic 
PLAYABILITY 7 
GRAPHICS 7 WORLD TOURNAMENT. 
MUSIC 7 
SOUNDFX 5 


Contents: the complete 
roster of NHL players and 
teams, 16 international 
squads, pretty SVGA pre- 
game menus, motion-cap- 
tured player animation. 


Hits: excellent four-button 
controller support, detailed 
coaching options and a 
playability-over-prettiness 
vertical view of the rink. 
Misses: several gameplay 
quirks, annoying pauses 
when certain sounds are 
played off the CD, not as 
strategic as the marketroids 
would have you believe. 
Last Word: a fun game 
that looks and plays quite a 
bit like EA Sports' NHL 
Hockey. If you already have 
a PC hockey game, there's 
no reason to snag PP '96, 
but if you're in the market, 
it's a fine choice. 
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stats and game summaries. 

Because this is the first hockey 
game from Radical Entertainment, 
there are some quirks that certain 
competitors (EASports) have had 
several years to iron out. The puck 
doesn't fly into the crowd in 
Powerplay; if it's a design choice, it's 
a silly one. The number of shots on 
goal is foolishly high, but statistical 
improbability is a common flaw of 
most sports games, so | can't be too 
picky. Winning face-offs seems ran- 
dom—more luck than a test of tim- 
ing. And players sometimes end up 
in huge clumps on the ice, with four 
or five skating madly after one. 

Let's not dwell on the negative; 
let's accentuate the positive. 
Powerplay emphasizes passing as an 
important skill, and it doesn't have a 


NHL 
Powerplay '96 
is a hockey 
game from 
Virgin 
Interactive. 
It has real 
NHL players 


PLAY 208 and teams. 
PROTECT BCFENSIVE ZONE 


silly "homing-missile" control 
scheme. You have to aim your 
passes with a degree of skill 
you'll develop through hours 
of play. Powerplay is also the 
first PC hockey game that cap- 
tures the sensation of battling 
along the boards for a loose 
puck, although better sound 
effects would have helped. 

Powerplay uses Windows 
95's DirectX drivers to provide 
supersmooth VGA graphics, but the gameplay jit- 
ters when the CD is accessed (on my humble PC, 
anyway). The player animation is some of the best 
l've seen in a sports game; the programmers didn't 
sacrifice animation frames for speedy gameplay. 
The sound effects are weak, and there's not 
enough atmosphere to complement the silk- 
boxer-smooth visuals. 


NHL Powerplay 
‘96 runs under 
Windows 95, 
but uses the 
fancy-schman- 
cy DirectX 
graphic drivers 
to provide 
speedy— dare I 
say MS-DOS- 
like?—graphics 
and gameplay. 


NHL Powerplay '96 is an excellent first 
effort, but if Radical and 
Virgin want to create the 
mack-daddy of hockey D 
games, they should add — 
the frills that make good 
games great—more stat = 
tracking, тоге coaching- 

only options (computer- ы 
simulated seasons?), more 
graphic touches, more 
and better sound effects 
and so on. 


k 


gle-game) mode and pit yourself (as the 
best possible team) against the computer (as the worst possible 
team). In POWERPLAY, a good match-up is an NHL all-star team 
against the Swiss national team. Play the game, have fun 


destroying your puny CPU foe and master the controls. Then hone 
your skills against weaker teams. 


№ Passing is the most important skill іп POWERPLAY, so learn it and 
learn it well. Shooting is easy; use the slap shot from long range, 
and the wrist shot close up. Remember to hold the control pad 
until the shot is away to make sure you've aimed correctly. 


You're coach, player and general manager of an NFL team. 
Better kick ass if you want to protect your assets. 


Coming in August for Windows 95 and DOS CD-ROM. © он | LI PS 


The NFL Shield design is a registered trademark of the National Football League. © 1996 Philips Media. All rights reserved. 
CIRCLE #138 ON READER SERVICE CARD 


BY KEVIN J..McCANN 


ine resh from the trials of Gettysburg, you can 
2 Pe back to Europe in TalonSoft’s newest 

entry, Battleground 3: Waterloo. The date is 
June 18, 1815, and the place is Waterloo, 


Price From the infantry shots 
$59.95 to the howitzer blasts, 
Media WATERLOO's sound effects 
compact disc Йй 
Developer complement the graphics and 
TalonSoft bring the battle to life. 
Publisher 


Belgium. You can step into the shoes of 

Box 632, Forest England's Duke of Wellington or Prussia's Field 

Hill, MD 21050- Marshal Blucher or command French forces 
0632: under Napoleon, 

410.933.9191 Those familiar with TalonSoft's first two 

Battleground games will be able to jump into 


TalonSoft, P.O. 


| 
| 
Website | Waterloo's gameplay right away. Newcomers will 
http///www.Talon | need a bit of time to master the interface, but 
Soft.com overall, Waterloo is easier to learn and more 
Min. System playable. 
Requirements Its improvements over its 
IBM PC 486, predecessors include multi- 
33 MHz ple cavalry melees and 


charges, square defense for- 
mations, skirmishers and 
sentries, extended line for- 
8 megabytes mations, extended line fire, 
RAM variable reinforcements and 

lancer cavalry; in other 
words, there are quite a few. 
The sound effects, music 
and graphics contribute 
to a much more realistic 
atmosphere 

Like Battleground. 
Gettysburg, Waterloo offers 
you a number of views to 
keep an eye on various com- 
bat zones. These include 2-D 
zoom-out, 2-D zoom-in, 3-D extreme zoom-out, 
3-D zoom-out and the lushly detailed 3-D 
zoom-in. The jump map makes it easy to bring 
up any part of the playing map instantly. 

The amount of combat detail is on a par with 
those of the prior Battleground games as well. As 
in Gettysburg, the primary units you deal with 


9 OVERALL 
$ VALUE 9 
ORIGINALITY 6 
PLAYABILITY 9 


Windows 3.1 
2x CD-ROM Drive 


5 megabytes 
hard disk 


GRAPHICS 9 
MUSIC 9 
SOUND ЕХ 8 


Contents: infantry, cavalry, artillery, turn-based play, modem 
play and PBEM. 


Hits: major improvements over previous Battleground games: 
more unit moves, better graphics and improved playability. 


Misses: weak artificial intelligence. 


Last Word: a must for war-game enthusiasts, offering what they 
demand most in a game—playability. 


62 COMPUTER PLAYER 


Battieground 3: Waterloo 


Ele here Linis Melee Веіосе Staus [оф А] Special Шон Нер 
ё # T ОТ. 


Di 


[Moving unis at 115, 17] 
Gén, de Bug. Cambronne 
Ter Bn /ter Chas, 

Мо hax at (12, 16] 


are infantry, cavalry and artillery. The map is 
divided into hex formation, and the number of 
each unit in a hex is limited. Combat is affected 
by leadership, quality of troops, disordering, 
unit formation, facing, 
stacking, morale, rout- 
ing, rallying and reform, 
fatigue, supply and 
terrain. 

Waterloo's graphics are 
the best in the Battle- 
ground games to date. 
The 3-D zoom-in features 
impressive detail that 
includes flag bearers, 
infantry, cavalry, artillery 
and even snipers on 
rooftops. The chateaux, 
villages and terrain are 
also very attractive in 
comparison with scenery 
of the average war 
game. 

From the infantry shots to the howitzer 
blasts, Waterloo's sound effects complement the 
graphics and bring the battle to life. Like the 
previous Battleground games, Waterloo has 
sparse animation, and the combat phase shows 
video re-enactments of Waterloo. The atmos- 
phere is further enhanced by a solid musical 


Ele Phase Uni: Мосо Blenloice Stau: Dupay 


ut 
d ix 


Chateau de Goumont 
General d'Erlon's Assault 
|Grouchy's Victory 
Hougoumont 

L'apogée 

L'attaque du Garde Impérial 
La Défense de Plancenoit 


[п has been s 
defeated Napoléon at Waterloo. What 
would have happened it it had not 
rained all night and the ground was 
dry enough for the attack to begin at 


score of inspired classi- 
cal pieces. 

Waterloo's only real 
weakness is the artifi- 


After you've 
tired of the reg- 
ular scenarios, 
use the modem 


cial intelligence. it: a lot of times, you can't find someone to play or PBEM feature 
Whether the computer against, and then the modem option doesn't do for a;real ева 
plays the French or the any good. The answer—the long-awaited play lenge against 
Allied forces, it never by email (PBEM) feature. another human 
seems to go on the Because the Battleground series is turn-based, being. 
offensive. At times, the PBEM is the best option for playing games 
computer completely against human opponents at your leisure and 
ignores strategic for contem- 
empty hexes. plating 
On the positive side, Waterloo allows you to moves with- 
play against a friend or foe, and this presents a out feeling 
greater challenge (unless your opponent is no rushed. 
good at war games). It has the capacity for Waterloo is 
standard modem-to-modem play, and you can the first 
easily hook up for war-gaming action. But face Battleground 
game to 
implement 
PBEM, but 
the original 
Ardennes and 
Gettysburg 
have patches 
on the way to deliver PBEM for them, too The 3-D zoom- 
in feature's 
Battleground 3: Waterloo compensates for magnifying 
its sometimes weak artificial intelligence capability has 
with strong playability, modem-to- been increased 
modem capability and the PBEM feature. by 25 percent 
For Battleground series fans, Waterloo is a since Gettys- 
must-buy. Newcomers to war gaming will burg, and this 
need a little time to learn the interface, results in much 
but if you want historically accurate war more detail. 


gaming, Waterloo delivers. TalonSoft's 
Battleground series is one of the best 
options for war gamers who seek the 


ever-elusive balance between realism, 
ME PLAYING HINTS playability and atmosphere. 
п Instead of simply relying on solid gameplay hints, take a minute 
to skim through the Lean & Mean Basics command card that’s 


included. 


m Specifically, check out Waterloo Tactics 101, which contains a 
short but very useful list of tactics that you can use whether 
you're taking on the computer or a friend via modem or PBEM. 
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Y GLENN BRODERICK 


ver have the desire to call the shots for an 
E organization of gangs? Ever watch the 

Godfather and critique Vito Corleone’s 
leadership methods? Well, here’s your chance 


wings to see how you'd do as a mob boss. Chaos 
Price 
$35 From the simple yet elegant 
Media Kill 'Em All scenario to the 
compact disc М 
Developer melee of Armageddon, you'll 
Stick Man Games fit easily into the shoes of a 
Publisher power-crazy crime lord. 
New World 


Computing, 29800 
Agoura Rd., Ste. 
200, Agoura Hills, 


Overlords casts you as—you guessed it—a Chaos 
Overlord. Your responsibilities include extortion, 
murder, bribery and just all-around chaos. Your 


Page goal? To beat the other Chaos Overlords and take 
Websit over the city. Using a game engine that you've 
lebsite 


probably seen in one of your favorite war games, 
Chaos Overlords puts a new twist on an old 
favorite. 


http://www.nwco 
mputing.com 


Min. system “How do | miraculously wind up in the shoes 
Requirements of a crime boss?" you may ask. New World 
IBM PC 486, Computing came up with a plausible scenario for 
66MHz all you doubting Thomases. In the year 2050, the 
Windows 95 World United Solidarity (WUS) merges the world's 


governments into one big business. To control 
the people, WUS bans sex and violence on the 
"Virtual Net" and on the "World Vid." Pornogra- 
phy, drugs and weapon ownership are made ille- 
gal. Recognizing the opportunity for profit, for- 


SVGA 256 colors 
2X CD-ROM drive 
8 megabytes RAM 


15 megabytes mer crime lords and heads of business emerge as 
hard disk Chaos Overlords; these miscreants bribe WUS 
officials to ignore their crimes, and they provide 
Mac 68030 and the populace with the guns, drugs and pornogra- 
Power Mac phy that they so desperately crave. In addition to 


flouting the law, the Overlords compete with the 
other Overlords; these tasks require the help of 
many gangs. As an Overlord, you direct the activ- 
ities of the gangs you hire in an effort to beat the 
other Overlords and take over the city. 


2X CD-ROM drive 


4 megabytes RAM 
for 256 colors 


8 megabytes RAM 


for Power As | said, gameplay in CO is of the kind you've 
Mac/25,000 colors probably seen before. The main gameplaying 
20 megabytes screen (known as the City View) is an 8 x 8 grid; 
hard disk each block is a sector. To get information about a 


GRAPHICS 7 
MUSIC 9 
SOUND ЕХ 6 


ORIGINALITY 7 
PLAYABILITY 8 


Contents: addictive gameplay, groovy music, gang warfare, the 
downfall of Western Civilization. 


Hits: highly intuitive interface, variety of gangs, mildly graphic fight 
scenes, variety of scenarios. 


Misses: sound effects, unoriginal game engine, overwhelming con- 
trols (at first), less-than-breathtaking graphics. 

Last Word: if you're a frustrated crime boss or a war gamer looking 
for something new, CO will give you just what you're looking for. 
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Chaos Overlortis: 
Strategic Gang Warfare 


sector, you simply 
bring up the Sector 
View by double- 
Clicking on it. As you 
might expect, play- 
ing CO successfully 
depends on your 
ability to read the 
information in the 
City and Sector 
Views. You'll receive 
vital stats about your 
gangs' activities, 
your opponents’ 
activities and the status of individual sectors 
Essentially, you hire from a pool of gangs, place 
the gangs some- 
where in the city and 
tell them what to do 
according to how 
you read each sec- 
tor's situation. Your 
commands will 
depend on a huge 
number of variables 
that includes your 
gangs' effectiveness 
at certain tasks, the 
sector's attitude and 
economic well-being 
and your opponents' progress. Suffice it to say, 


You'll see a lot 
of this game 
screen. 


Choose your 
gangs wisely; 


there's a huge learning curve. their short- 
A standardized war-games feature that is exe- comings will 
cuted very well in CO is the scenario setup. After haunt you 


all, what good is analyzing all these variables if later. 
you're not working toward some kind of goal? 


А7 


5 
B 
95 
i 
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New World has gone to great pains to provide a 


р К 4 Targeting an 
wide variety of objectives. There are four timed 


à ‹ enemy has 
scenarios in which you try to acquire the most of never been 
a certain item by the end of a time frame. The easier! 


Greed scenario challenges you to get the most 
cash; in the Power scenario, you must wrest con- 
trol of as many sectors as you can; your objective 
in the Acceptance scenario is to get the most 


These combat 
sequences are 
the game's 
only real short- 
comings. 


This scenario 
selection screen 
couldn't be 
easier to use. 


support from each sector; and the Dominance 
scenario requires that you complete all the previ- 
ously mentioned tasks. The objective-driven, 
untimed scenarios, in my humble opinion, are the 
most fun; having a little more time allows you to 
stretch your imagination to its diabolical limits. 
From the simple 
yet elegant Kill 
"Ет All scenario 
to the melee of 
Armageddon, 
you'll fit easily 
into the shoes of 
a power-crazy 
crime lord. 

A big problem 
for games of this 
nature is replaya- 
bility; too often, 
if you beat the 
game once, you 
can do the same 
thing to beat it 
again. CO solves 
this issue with some outstanding Al. Each time 
you play, the computer responds to your moves 
with the most strategic counter-moves. Not satis- 
fied with the computer's strategy (which will 
probably take you several weeks or months to 
master)? CO allows you to play your friends or 
Office mates with ease. It supports modems, serial 
connections and Internet play over a TCP/IP net- 
work. In short, there is little in the way of multi- 
player options that CO doesn't have 

This title's soundtrack deserves some very spe- 
cial attention. Very rarely do | really dig a game's 
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Pay attention to which objective you've chosen; the untimed sce- 
narios will afford you plenty of time to build your Evil Empire. 


In the timed scenarios, don't waste your time trying to build the 


perfect army; do what you can, but do it fast! 


Research, research, research (and pay attention to the results). 
Hot weapons are useful, but some of the heavier stuff requires 
special armor to use successfully. 


Keep a constant eye on the gang-hire pool; once in a while, some 
real brutes will pop up, and you won't want to miss them. 


` OVERLORD 


ELIMINATED! 


One down, 
four to go! 


music; more often than not, | find myself putting 
on Marilyn Manson or Nine Inch Nails to drown 
out barely tolerable, digital symphonies. For a 
change, | didn’t find 
myself reaching for my CD 
collection after | started 
playing CO. The music is, 
for lack of a more clichéd 
term, awesome. Gothic- 
sounding synthesizers 
provide you with the 
perfect backdrop for this 
engrossing title. 


include extortion, mu: 


bribery and just all-around 


chaos 


‘our goal? To beat the 


manages to 


test 
t information 


s your g 
CO gives you t 
e than most « 


ts predeces- 
Il keep you playing f. 
e the multiplayer feat 


Payback time! 
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$49.95 


compact disc 


Millennium 
Interactive 


Vic Tokai, 22904 
Lockness Ave., 
Torrance, CA 
90501; 
310.326.8880 


http://www. 
victokai.com 


IBM PC 486 DX2, 
66MHz 


VGA graphics card 
2X CD-ROM drive 
8 megabytes RAM 


4 megabytes 
hard disk 


BY BERNARD DY 


f you like “Cops” episodes in which SWAT 
I teams roll out and you also enjoy computer 

games, you're probably a little frustrated with 
the shortage of good squad-level combat games. 
X-COM is great, but it’s science fiction-based, 
lacks night-vision devices and has fictional 
weapons. Police Quest: SWAT is a step in the right 
direction, but it’s an action and adventure game 
instead of a strategy game. Although TerraNova 
comes closer, all the perspectives are first-person, 
and once again, it has a science-fiction setting. 

Then Deadline landed on my desk for review. 
It's a new game that features contemporary set- 


Weapons include 
silenced MP5 assault pistols, 
shotguns, rifles and a 
smattering of other fun guns. 


tings and weapons. It uses an isometric perspec- 
tive and allows you to control up to eight team 
members. It even includes night-vision goggles. 
Could this be the game that will finally let me kick 
some digital criminal butt in an authentic setting? 

Deadline certainly starts with all the right ele- 
ments. You manage a team called the ATD (anti- 
terrorist division). The game's developer, 
Millennium, is a British outfit, and you will notice 
the British influence throughout the game. For 
example, instead of hailing from SWAT or U.S. 
military teams, your men are SAS troops. Your 
boss is an Englishwoman who assigns missions 
via video. 

After briefings, you can request intelligence 
reports on the players in the situation, select and 
equip team members and 
plan your approach. So far, 
so good. Deadline's planning 
screen gives you a lot of 
options. You can organize 
team members into groups, 
determine where they will 
enter the scene and com- 
mand them to perform tasks 
such as looking around, 
handcuffing criminals, or 
escorting hostages. ATD 
members can also be given 


OVERALL 
GRAPHICS 
ORIGINALITY MUSIC 
PLAYABILITY SOUND FX 


Uzis, MP5s, stun grenades, lots of bad guys. 
concept, good weapons selection, lots of details. 
mediocre team Al, unwieldy control and interface, bugs. 


an attempt at a real-time version of a squad-level 
combat game has been taken hostage by an interface that makes 
you worry more about learning how to walk up stairs and open 
doors than about keeping your men alive. 
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Lead a team of 
anti-terrorist 
soldiers in 
hostage rescue 


general behavior guidelines; for instance, you can 
instruct them to take prisoners or approach a sit- 
uation with extreme prejudice. 

Best of all is the variety of gear your men can 


use. Weapons include silenced МР5 assault pistols, missions. 

shotguns, rifles and a smattering of other fun guns. Hurry; you're 

Also available are explosive and non-lethal racing the 
clock. 


grenades, surveillance gad- 
gets, medical supplies and 4 , 5 DIU 
gas masks. The list is hardly І 
definitive but is vastly superi- 
or to another British squad- 
level game from a few years 
back called Sabre Team. 

Unlike Sabre Team, 
Deadline is a real-time 
game. This is where its 
problems begin. Although 
TerraNova supports its real- 
time action with good Al 
and allows you to control 
your men easily, in Deadline, it’s difficult to man- 
age eight men at once. And sometimes, your 
troops are surprisingly stupid for former SAS and 
British commando types. 

Bugs and an interface that needs work further 
exacerbate this control problem. The process of 


Assemble a team 
of the best 
troops you can 
find, and then 


designating groups and 

group orders is not as forgiv- 

ing as it should be and 

requires a lot of clicking of command but- 
tons. When you switch from the live action 
mode to the planning screen, gameplay 
continues in real time, so it's difficult to see 
what's happening as you switch between them. 
A simple pause feature 
would have been useful. 
Bugs freeze your men in 
position or suddenly blur 
the distinction between 
floor levels of buildings. 
This makes the product 
somewhat unplayable. 

$ If you forget to turn on 
ror » autonomous mode, your 
men stand around a lot 
and often twiddle their 
thumbs while they are 
being pummeled to death 
or enemies streak by in flight. They remain in 
“Follow orders; don't question them" mode until 
you return to 
the planning 
screen. In the 
heat of battle, 
this can be 
extremely 
cumbersome 
and cause the 
death of more 
men. In the 
live-action 
mode, you 
can take 
direct control 
of a trooper 


| GAME-PLAYING HINTS 


m To avoid some headaches, start with the planning screen, and 
assemble teams of two or three men. Be sure to switch their 
autonomous mode on before moving to action mode. 


equip them with 
weapons, surveil- 
lance equipment 
and riot gear. 


п The intelligence reports will give you additional information 
about the hostages and terrorists, but the info usually borders on 
useless. It’s just as well to save games often. 


m Be careful with stun grenades. | thought that giving my team gas 
masks would help, but my men were still just as vulnerable to 
the grenades as the bad guy's men were. 


and fire at opponents, but 
sometimes even this doesn’t 
work properly. Even when 
it does work, it’s a nearly 
superhuman task to do 
this for eight characters 

at once. 

The multimedia ele- 
ments turn out to be ade- 
quate. Graphics are stan- 
dard, and the VGA images 
are simple but functional. 
The sound effects are 
decent, and the music is good. Video clips play 
crisply, but they are worthless for improving the 
actual gameplay. 


Use your ammu- 
nition wisely. If 
you need to 
reorder too 
often, you may 
overspend your 
budget. 


The concept behind Deadline is a good one; 
perhaps the game's engine should have 
been turn-based 
instead of real-time. 
Also, the interface 
should have a pause 
feature or automatically 
trigger troop initiative 
when appropriate. 
Although Deadline's 
elements give it the 
potential to be good, 
the game fails in its exe- 
cution. The only "execu- 
tion" that succeeds is 
the one your men will 
experience as they stare 
doe-eyed down enemy 
gun barrels. 
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ВАЛЕ СЕООА 


ТАИ 5 Actual Screens may vai 
From the Award Winning Battleground Series: Р 


Battleground 1 Battleground 2 Battleground 3 
Ardennes Gettysburg Waterloo 


2 Е Groundbreaking "Battleview™" combat system zooms in on the action 


Give us a call at 410-933-9191 for orders call 1-800-211-6504 or contact us online at: http:/Iwww.talonsoft.com 
TalonSoft Inc. P.O. Box 632 Forest Hill Md. 21050 
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he tag line explains all you need to know 
[ about Gearheads: "a furious war of wind- 
up toys." The goal in both the one-player 

and two-player modes is to be the first to get 21 of 
your toys to walk (or be pushed) off your oppo- 
nent's side of the screen. There are 12 types of toys, 
of various weights, speeds, 
movement patterns and abilities. 

The control scheme is bog- 
simple. Two keys on the key- 
board switch through the toys 
in your toy box. You have an 
infinite supply, but you can 
have only a certain number of 
toys on-screen at once. Two 
other keys move the arrow on 
your screen up and down 
through five different release 
positions. The fifth key winds 
up your toy; releasing the key 
sets your toy free. The longer 
you wind 


Gearheads is 
quite likely the 
first game to 


feature disem- the toy, 
bodied hands, the longer 
it can 


floating skulls 
and a buff chug 
Santa Claus across the screen, and that 
(although my leads to one of the major 
mother once strategic elements in 


described to Gearheads: do you release a 

me an acid lot of toys quickly or fewer 

trip in which toys with more wind-up? 

she saw all Adding to the fun are 

these things, various playfields and ran- 

along with domly placed powerups. 

Wayne Newton The four playfields have 

in a hot tub varying effects on the toys; the smooth Formica 
full of Jell-O; floor of the Kitchen doesn't do nothin', the Frozen 
and people Pond sends the toys slip-slidin', the Garden bogs 
wonder why 1 toys down in mud puddles, and the Factory is 
don't take teeming with mechanical hazards. 

drugs). Gearheads’ 256-color graphics are well-drawn— 


uh, well-rendered, | guess, since 
all the toys are 3-D construc- 
tions—but stiffly animated, and 


The one-player tournament 
mode has three difficulty lev- 
els, but you're limited to four 
predetermined toys while the 
one- and two-player duel 
modes let you use as many toys 
as you want. 


GAME-PLAYING HINTS 


m Going with half-wound toys is a good compromise, giving most 
toys enough juice to get across the screen and giving you more 
toys on the screen. 


па Don't get preoccupied with destroying the other guy's toys; it's 
smarter to concentrate on getting more of your toys across the 
screen. 


т Use the duel mode to experiment with the different toys and learn 
their strengths and weaknesses. 


The four playfields have 
varying effects on the toys; the 
smooth Formica floor of the 
Kitchen doesn't do nothin’, the 
Frozen Pond sends the toys 
slip-slidin', the Garden bogs 
toys down in mud puddles, 
and the Factory is teeming 

with mechanical hazards. 


BY ZACH MESTON 


the explosions of the clashing 
toys aren't satisfyingly loud and 
colorful. Plus, every toy blows 
up with the same generic 
"poof"—they should have had 
each toy blow up in a unique 
way (metal parts scattering, 
cockroach guts flying). In a game like Gearheads, 
where you spend as much time watching as you do 
playing, visual variety is a must. The music is tres 
blasé, but the sound 
effects are nicely executed 
and add to the humor of 
watching robots, tractors, 
UFOs and egg-laying hens 
engage in combat. 


Gearheads overflows with 
originality, but it’s more than 
occasionally frustrating to 
unleash your gizmos and watch 
them act randomly, i.e., do stu- 
pid things. Maybe I'm just а 
control freak, but I like games 
in which the outcome depends 
directly, not indirectly, on my 
actions. If you don't mind a 
game in which chance is almost 
as much of a factor as skill, 
Gearheads is good fun, and it's 
even better with two players 
(just like every other activity in 
human history). 


Media 
compact disc 
Developer 

R/GA Interactive 


Publisher 
Philips Media, 
10960 Wilshire 

Blvd., Los 
Angeles, CA 
94111; 
415.693.0297 


Website 
http://www.phili 
psmedia.com/ 
media/games 


Min. System 
Requirements 


IBM PC 486 DX, 
33MHz 


Windows 3.1 
2X CD-ROM drive 


8 megabytes 
RAM 


11 megabytes 
hard disk 
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Battle Arena Toshinden 


One of the first truly impressive titles for the Sony PlayStation has made its 


way to the PC. When Toshinden first came out for 
the PSX, it had an excellent frame rate, several 3-D 


fighting arenas 
and stunning 3-D p 
fighters and spe- L 
cial effects. But 
the PSX version 
lacked lasting 
gameplay. It had more flash than play, and it 
didn't compare with more serious fighting 
games like Sega's Virtua Fighter series. On 


the PC, the game loses a lot of the extra color and special effects that made 
the PSX version so stunning, and it still doesn't have lasting playability. One 
redeeming feature is that you can play with a friend via modem or network 


instead of sharing the keyboard. A gamepad is a must because the 
keyboard is virtually unplayable. 


Although the PC software market is saturated with 3-D action 
games, you rarely see overhead shooters. And those that do hit 


the market have tra- 
ditionally come from 
Epic MegaGames, 
which has released 
Zone 66, Seek & 
Destroy and its lat- 
est blast-fest, Fire 
Fight, designed for 
Windows 95. Each 
game has improved 
on its predecessors, 
and in Fire Fight's 
case, the improve- 
ment is great. From 


Price: $49.95 

Genre: action 

Publisher: Playmates Interactive 
Telephone: 310.407.1490 

Website: http://www.playmatestoys.com 
System: IBM PC CD 


the fiery explosions and light sourcing to the rumbling cannon and atmos- 
pheric techno music, Fire Fight boasts a much higher quality. Its 18 missions 
include rescue, reconnaissance and, yes, seek and destroy. This isn't a 
game you'll beat overnight. And after you've mastered it, you can move on 
to full-featured modem and network play, complete with six war zones and a 


chat mode for taunting your opponents. 
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Price: $39.95 
Genre: action 
Publisher: Epic MegaGames/Electronic Arts 
Telephone: 800.238.1393 

Website: http://www.epicgames.com 
System: IBM PC CD/Windows 95 


by KEVIN J. 


McCANN 


Megapak 5: 
- ‚ “СШ 
Ultimate CD ( 


It's hard to go wrong with most CD bundle 
packages these days, and MegaMedia's collec- 
tion of popular titles is no exception. It has nine- 
and-a-half games on 10 CDs (ГИ explain the 


“half” later), so you're sure to find at least a cou- 
ple of games worth playing. Included are 
Terminal Velocity, Primal Rage, Pinball Fantasies 
Deluxe, Jagged Alliance, FX-Fighter, Warlords II 
Deluxe, Great Naval Battles IV, Pool Champion 
and Entomorph. The "half" game is a special 
edition of Flight Unlimited; it's more of a demo 
and gives you just one fully operational aircraft 
to fly at one location. Still, this is an excellent 
compilation with a very reasonable price. 


Price: $59.95 
Genre: various/10-CD bundle 
Publisher: MegaMedia Corp. 
Telephone: 408.428.9341 

Website: http://www.megamed.com 
System: IBM PC CD 


Space Hulk: Vengeance of the ( GrossWorld 
Blood Angels 


Yet another console game arrives on the PC; this time, it’s for the ЗОО system 
But to dismiss Space Hulk: Vengeance of the Blood Angels as a Doom clone 
would be a mistake. Space Hulk is actually the most intense, 3-D strategy/action 
game that has yet come out for the PC, and I'm not exaggerating. Extraordinary 
acting and a dark, gritty atmosphere immerse you in the gameplay. You have to 
learn to command up to 10 terminators, seal off chokepoints, cover the other 
characters and lay covering fire, all while 
trying to complete objectives and being 
challenged by a seemingly endless supply 
of enemies. There’s plenty of gore (the 
genestealers get blown to pieces) and 
many, many missions to keep you on the 
edge of your seat for weeks. The only 

real difference between the 3DO version 
and the PC version is the addition of 
network play—a great complement to 

a game that literally screams for Price: $49.95 


Word game lovers, rejoice; at last, there’s a 
game engineered specifically for you. 
Actually, CrossWorld is three games in one: 
CrossWorld, Word Search and Decoder. 
CrossWorld has a 
year’s worth of 


cooperative play. Space Hulk's only Genre: action crossword puzzles 

significant weaknesses are the not- Publisher: Key Games/Electronic Arts from the Los Angeles 

so-impressive graphics and a paucity | Telephone: 415 571 7171 Times Syndicate 

of enemy types (only five). Website: http://www.ea.com (that's 365 puzzles). 
System: IBM PC CD/Windows 95 In Word Search, you 


try to locate words in 
a table of letters. The 
words can appear from left to right, right to 
left or at any angle. Last, and probably least 
interesting of the group, is Decoder, in which 
you try to decode messages. Each game has 
a very intuitive interface and offers bonuses. 
When you run out of crosswords or word 
searches, you can create your own. Imagine 
impressing your 
friends by speedily 
solving your own 
crossword puzzle! 


Star Quest | is a space combat simulator with an 
arcade feel. In this fast-paced shooter, you can 


zoom low over a planet 
for air-to-ground attacks. The quality of Star Quest 
I's graphics varies; planets look great from a dis- 
tance, but when you enter their atmospheres, the 
surfaces become blocky and grid-like. Almost every- 
one out there is an enemy, and you have plenty of 
weapons, each capable of quickly turning a foe into 


a fireball. The sound effects and music are disappointing, and they detract Ss 
from the game. It needs more weapon sound samples and a good accompa- 
nying score. The most annoying thing about Star Quest / is the graphics Price: $49.95 Ф) <, 
AV Genre: puzzle 4TIN 
Publisher: CrossWorld 

Price: $49.95 Ф Software/GameTek 

Genre: action ATI Telephone: 800.439.3995 

Publisher: Virtual Adventures Inc. Website: http://www.gametek.com 


System: IBM PC CD System: IBM PC CD 


= The whole can of worms 

EarthWorm Jim 1 & 2: finally makes its way to the 
А РС in the Earthworm Jim 1 

The Whole Can 0’ Worms $: 
Playmates Interactive. For 
those unfamiliar with the earthworm turned superworm, Earthworm Jim is an offshoot of two highly pop- 
ular console titles. The translation to computer has pluses and minuses. On the negative side, the 
scrolling isn't as good as that of the 16-bit and 32-bit home 


systems, but even so, it’s very smooth and playable. On the Price: $49.95 

Positive side, the sound effects and music sound clearer, and Genn : action ў 
there are plenty of levels between the two games іп which уои ШЕВАИ 
can blast your way past crows, dogs and bosses galore. Telephone: 310.407.1490 


Although the optional gamepad provides the best perfor- Website: 
mance, the keyboard works fine, and the playability that made ШАХС 
Earthworm Jim such a success on the consoles remains intact. ерше деде 
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CAPSULE REVIEWS 


Warcraft Il 
Expansion Set 


OK, OK, it’s more of the same thing, but if you 
loved Warcraft Il, you'll 
definitely want to march 
down to the nearest soft- 
ware store and grab a 
copy of Warcraft II 
Expansion Set (oh, and 
please remember to pay 
for it). Since it's an expan- 
Sion set, yes, you do need 
the original Warcraft II to 
play it. While Warcraft Il 
had 28 missions in total, 
14 for each side, the 
expansion set has a total 
of 24 (but it's only half the ч 
price of Warcraft I) and 50 custom maps. 
Think of the multiplayer possibilities. New cin- 
ematics enhance the game as you battle 
beyond the dark portal. There are also heroes 
of each class—basically, stronger fighters and 
magicians—and a 
new cast of good 
guys and bad guys. 
The expansion set 
offers an enjoyable 
way to kill time (and 
orcs—or humans, if 
you're that type) 
while you're waiting 
for Starcraft. 


Price: $29.95 Ф, 
Genre: strategy 4т\ 
Publisher: Blizzard Entertainment 
Telephone: 714.955.1382 


Website: http://www.blizzard.com 


Solid State Pinball: 


Home Delivery 


Its so convenient 


800.328.6719 


72 COMPUTER PLAYER 


Labyrinth 


"Capsule Reviews” just wouldn't be “Capsule 
Reviews” if there wasn’t at least one new 
computer pinball game every month. The lat- 
est entry in the field is Solid State Pinball: 
Loony Labyrinth, designed for Windows 95. To 
tell the truth, it's less impressive visually than 
most other computer pinball games to date 
and less enthralling overall. The graphics are 
OK but not impressive, and the table mechan- 
ics don't offer anything new. The biggest drawback to Loony 
Labyrinth (aside from the title) is that the playing area is only half 
the screen; the other half is basically 
a Greek graphic motif and the score. 
Serious computer pinballers will 
want to check out Empire’s Pro 
Pinball: The Web instead. 
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Developed by 
Digital Integration 


© 1996 Interactive Magic 


Look for Apache and Hind 
Demos on our website! 
www.imagicgames.com 


PO Box 13491 
Research Triangle Park, NC 
27709 


To order direct: 888-802-5492 


Introducin Q Anew game from Digital Integration—developers of "Best 


Simulation of the Year," Apache. Climb into the cockpit of the 

H | М D most highly armored, heavily gunned and fiercely tenacious 
combat gunship of the Eastern Bloc. Strap yourself into the Hind-Mi-24. 

Expect the fast action and powerful 3-D visual effects that only the makers 
of Apache could provide. Visual effects that make the absolute most of new 
low-altitude terrain technology and advanced artificial intelligence based on 
actual Russian army activity. 

Experience full tilt combat, soviet style. 

Unlike other helicopter flight sims, Hind incorporates 
troop deployment, troop drops and pick-ups. There’s 
even a multiplayer feature that allows for the ultimate 


mission: head-to-head combat with the Apache. 


Just remember, once you get the enemy in your sites, 


lock in and fire when ready. You may not get another chance. 
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I N E R V E W 
Shiny Entertainment's President, David Perry 


sure. We're even providing humor when the moment is right. 


The game displays true enemy intelligence, e.g., shoot a guy in 
the leg, and his alien friend will come to drag him to safety. 


Gone are the days of rooms and corridors. You can see enemies 


Anyone with a pulse is undoubtedly familiar with that rising car- 


toon star, Earthworm Jim (EWJ). Well, before EWJ was a Saturday 
morning favorite, he was a video game star. | had a chance to talk 
with the famous worm's creator, David Perry, after catching a 
glimpse of his newest game, MDK. Never ones to rest on their lau- 
rels, Perry and company are seeking to break into a new platform 
and, at the very least, match the success of their most well-known 
property. Headed for your PC early next year, MDK looks to be as 
big a splash for computers as EWJ was for the consoles. 


Life afte 


by Glenn Broderick 
ОМОК FAG COMPUTER PLAYER: Tell me briefly 
about the plot behind MDK. 
DAVID PERRY: Set in the future, a phenomenon called 
“Streams” is discovered. They are tubes of pure energy that 
span the galaxy. Earth builds a connection and taps into this 
free, unlimited source of energy until an alien stream rider 
arrives on Earth via this newly formed “off-ramp” from hell... 
The aliens build vast cities on wheels that trundle across the 


for your surface of the Earth destroying everything in their path. 
Meanwhile, in space, Max the Genetically Altered Dog, Dr. Fluke 
PC early Hawkins and Kurt have a plan that requires your help and a 
next year, strong stomach. 
r 
MDK looks CP: From the standpoint of gameplay, how will this title 
be different from other action games currently on the 
i market? 
to he as big DP: It has lots of new ideas that we've been dying to get into one 
a splash for of our games. However, the Genesis just couldn't hack it, nor 
could the SNES, so we have waited. The time is right, and the PC 
computers is the right platform. 
The game can be described as a combination of several 
as EWJ things. The ability to target people from a mile away and decide 
f whether or not to shoot them lends the game a voyeuristic feel. 
was tor An empowering aspect of MDK is your ability to pull the trigger 
the con- at any time; most times, enemies won't even know you're 
watching them. This feeling of empowerment is furthered by 
soles. your ability to torture an enemy before killing him off, e.g., 


shoot his ear off before you deliver the final blow. Bone-chilling 
reality is another of MDK's defining attributes; enemies won't 
die until you deliver a shot that would actually kill them. 
We're paying a lot of attention to control, as well. The third- 
person perspective allows players to see and negotiate obsta- 
Cles. Stealth is another big part of this game: you can't target 
your enemy from a mile away unless you can get a mile away 
from him. Highly aggressive players will love the assortment 
of weapons, which will include a Gatling gun for good mea- 


ini 
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on the other side of a city and zoom in until 
you see the whites of their eyes. The screen 
resolution stays perfect and does not turn 
into giant pixels as in many PC games. 
The game runs in high resolution only. The 
textures are very detailed, and the color is 
abundant. The game's sound is by Tommy 
Tallarico. For those not familiar with his work, 
he wins awards every year, and hopefully, this 
year he'll win one for MDK, too. 


CP: Where did the idea for 
MDK come from? Specifically, where 
did the head-mounted gun come from? 

DP: The team had many design idea meetings. Also, the team 
is small, and they can always communicate with each other and 
discuss stuff. There are no walls between them. 

The ultra-accurate sniper gun idea came from Nick Bruty, the 

art director here at Shiny. 


GEEK SPEAK 


CP: I heard about your decision to make MDK compati- 
ble with virtually every video card. Is this taking longer 
than expected? $ 

ОР: We are just starting; a new employee starts today, and that 
will be his full-time job. Also, because of our relationship with 
Interplay, we get access to lots of tried and tested information. 


CP: Will consumers need a NASA supercomputer to run 

this title, or will it be more accessible? Do you have any 

rough specs concerning minimum system requirements? 

DP: The game will run in Windows 95, Windows 3.1, or MS- 
DOS. On the hardware side, you'll need a minimum eight 
megabytes of RAM, a single-speed CD-ROM drive, a high-end 
video card and a Pentium-based machine or a fast 486. 


CP: Will MDK have any multiplayer features? If it will, 
are companies like MPath or TEN part of those plans? 
DP: We will do a multiplayer and network version after release 

of the first version. The reason is that we want to add a lot of 


extra stuff to that version and make it special. The same goes 
for the 3-D card version. Expect them a few months after the 


itial release. As far as tying up with a multiplayer online 


provider goes, Interplay will be our first port of call with their 
new online company. 


CP: What do you think about gaming and the 
Internet ? Do you see a bright or dim future for it? 


DP: Very bright, as long as it remains free. In order to charge 
users, multiplayer Internet providers will have to deliver a very 
enjoyable experience. The Internet has instilled free services in 
most people’s minds. So quality is most important. 


CP: Could you talk a little bit about your development 
relationships with Playmates and Interplay? Does each 
publisher deal with a different game genre? ° 
DP: No, Interplay is publishing Wild 95 worldwide on Sega Even at just over 15 percent What are you looking at? 
Saturn and Sony PlayStation. Playmates is publishing MDK on complete, MDK uses some 
IBM PC CD in the U.S. and Canada. Interplay is publishing МОК li s 
t ight-sourcing not even 
in other parts of the world. А 
We have a really good relationship with Playmates. They are сы 
one of the best toy companies in the world, and they also made complete products. 
the Earthworm Jim toys. We value this partnership greatly. 
Interplay, on the other hand, owns Shiny, and this partner- 
ship between Shiny, Interplay and MCA/Universal, which owns 
a portion of Interplay, creates a real strong team. Interplay has 
also started a motion picture company, and we in turn have 
started our first movie script. 


PROS AND CONS 
CP: MDK is your 
first PC title. Are 
there any signifi- 5 = Eu = й 
cant drawbacks or = к-н " : == > 
advantages associ- You can S88 enemies on the other side of a city and zoom 
ated with PC devel- М ; " " 
opment as opposed in until you 566 the whites of their eyes. 
to console develop- 
ment? 

DP: There are too many 
different hardware config- 
urations. A lot of excellent 
games came about 
through the 


„әм ^ "m. > This third- 
b r person POV 


will be one of 
good program- 
ming tricks that are reliant MDK's most 
on a particular piece of hardware. On the PC, a я Р enjoyable 
lot of these tricks might not work because a 4 < features. 
company might ship some funky new hardware ҸҸ / 
that doesn't work with a particular piece of 
code. In addition, the 100 percent plug-and- 
play capability that was promised by 
Windows 95 wasn't delivered. | hope 
it works next time 


exercise of 


The view 

through the CP: Have you noticed 
СЕТ ОТИ aneedinthePC 

sniper gun is gaming community for 
more action games? If so, why do you think 
this need has emerged? 

DP: | think that PC gamers 
have always liked action 
games. However, the PCs 
didn’t have the 
video throughput 
to handle the type 
of games played 
in arcade 
machines. Times 
have changed, 
and PC owners 
can now save their 
quarters. The 
action games rev- 


™ olution is happen- 
ing now, and their quality is on an exponential 


curve upward. 


very “Geiger- 
esque.” 


CP: МОК has a release date of March ‘97. 15 
there any chance we could see it sooner? 
DP: If everything keeps going according to plan, 
you should see it poking its head out of your 
Christmas stocking. GP 
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THE GREAT GAME 


by Zach Meston 


'know, for a fiesta of full-motion video, Spycraft ain't half bad: 

the video quality is TV-riffic, the acting is above average, and a 

decent storyline ties it all together. My humble walkthrough 
takes you to the game's best ending, but you should save often and 
stray from the one true path to see different scenes. When you're 
unclear about what to do next, refer to the OPS MGR in the COM- 
LINK section of the Intelink. You can also wander around the game's 
various locations and hope that a plot-thickening item appears. 


PART I: WASHINGTON 


You start out reading the newspaper in front of the Washington 
Monument. Open your Intelink, click on COMLINK, and read 
the priority one message from Warhurst. He wants you at 
Langley. Close the Intelink and you automatically travel to 
Langley and are informed of the situation by ОС! Peter 
Sterling, the lisping (or drunk?) command dude. 

Report to Milkovsky at the Farm and explore his office. 
Nothing in here is crucial to the 
mission, but there are a few 
interesting items, including the 
blue book on the desk and the 
answering machine (with two 
messages you can hear). After 
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Milkovsky has entered 
and then left, click on 
the open door and 
report to Image 
Analysis. 

Examine the TV to 
learn of the assassina- 
tion of the Russian 
president. Milkovsky 
shows up and sets you 
to work. The first puzzle 
is way easy. Zoom in on the brown sedan at the middle of 
the screen, near the bottom, and keep zooming in on the 
license plate. Click on the OCE 
button for a view of the plate 
number (2GGX829), and report 
it to Milkovsky. 

Question 2 is trickier, 
because not all the infrared 
blips are tanks. Three tanks 
outside have their engines run- 
ning, and three tanks inside the 
tent are warmed up, so report six 
running tanks. After Milkovsky's 
demonstration, report to the Zone. 

This segment of the game is naught but a shooting gallery 
with dudes instead of ducks. In the first field test, march directly 
north across the 
zone and shoot 
any dweebs that 
pop up. In the 
second field test, 
march directly 
north to the radio 
beacon, again 


ее ст mave 


Lx 


shooting anyone who attacks you. Click on the radio beacon i North Korean spy turned 
when you find it, and move in any direction to finish the test. i freelancer. Trace the 
Check your Intelink for a i location of the phone 
message from Warhurst. i call on the 22nd; it's 
Report to DCI Sterling at from a residence in 
Langley to watch a very nasty Washington. Examine 
assassination video and get і theentry photo on the 
the lowdown on your mission. : 24th; Cohen doesn't 
Check your Intelink for mes- i usually use the elevator 
(his profile reveals 
that he's claustrophobic) so this has to be someone else. 
Use the Mix and Match system to reveal this impostor as 
Wayne Allen. File a report that points to Wayne Allen, then 
file a second report that implicates Allen and Ying 
Chungwang, who's staying at 2314 E. Rockland St. 


sages from Holt 
and Seaton. Go 


to your office 4 Receive a message from Warhurst and another message 
and use the A € from an unknown source. 
Kennedy \ Go to Halifax and click on the door knocker to meet 
Assassination with Sterling, Warhurst and William Colby. Check your 
Tools (KAT) on Intelink and read the four messages. Return to your office 
your computer. and grab the items on your desk: a Shanghai // disk 

Link up the "P ш (which you can play by using it on the computer), an 


bullet holes to 
the left of the 


Receve Реғотт | 
podium with the р m [= 
holes in the podium itself. Rotate to the right to find the point of : m cum 
origin, in a window near the edge of Red Square. Click on the "ж 
Mix and Match button, and search for the guy in the window. 
You quickly come up with a match: Thomas J. Phillips, aka 
Harmonica. Report your discovery and read the three new mes- 
sages in your Intelink. 

Use the Pinpoint system on your computer to read about the 
different weapons systems. Check the Image Analysis again for 
a second look at the 
bullet holes. Report 
your findings to the 
team: the Russian 
Chris Farley look- 
alike was killed by a 
| needle-pack projec- 
nuuc es tile from the Pulse 

] Electric Gun (PEG). 
Receive and read the 
two messages. 

Report to DCI 
Sterling for info 
about the PEG. 
Check your Intelink for three messages. Return to your office for 
more fun with computers. 
Access the Security 
Model system and start to 
examine the records of 
the four employees. I'll a 
spoil the fun by telling you Reo 
that the guy who let the 
PEG escape is Darren 
Cohen. 

Analyze the female 
voice of the phone call on 
the 2nd; it's Ying 
Chungwang, a former 


ing Chungwang 


Mane Cho; Janice Kawah 
ent Details in 
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Electronic Book of the Month Club disk, a copy of the book 
“Beowulf,” a picture of Ying and Wayne and a Post-it™ note 
with a Beale code scribbled on it. Use the Post-it™ note on 
your computer and access the Cypher tools. Decode the note 
using “Beowulf,” and issue a report that Ying Chungwang 
is in Moscow. View the message from Holt. 

Use the PhotoDoc on your computer and put together a 
fake photo of Wayne Allen in custody. Use the middle of the 
Turkish newspapers and put it on his left side without scal- 
ing it. Use the middle 
of the Emperor 
Filterless cigarette 
and put it on his right 
side, scaling it down. 
Use the middle face 
of Grendel on the top 
row and scale it to 
match his body. 
Looks like the worst 
fake in the history of civi- 
lization, but print it out 
and your CIA buddies 
approve it. 


RECEIVE Рант 


PART II: BACK THE USSR 


Time to head to Moscow and meet with Max Foster. Check 
your Intelink for a message from Holt as you arrive. After Max 
has introduced herself, have a chat with Ying in the interroga- 
tion room; don’t move her to the Bullpen. Show her the picture 
of Grendel right off the bat, then say "Here's the deal...” 
"Speak up, or...." 
"Grendel's talking, 
Raven..." “If you tell the 
truth....” "What was your 
role..." "Who do you work 
for...." "What else can you 
tell me...." “Come on, what 
else...” and “Well, I’m going 
togo...” 

Check your Intelink for 
four new messages and 
talk to Foster in her office 
about Yuri and Birdsong. 
Check your Intelink again 
for two more messages. 
Go to Pearson’s office and 
use the telephone. Hit the 
Speaker button to dial out, and call Yuri at 233-4819. Set up a 
meeting with him and leave the Station. Head for Birdsong’s 
place first. 


You walk up to his 
door, and he reluctantly 
lets you inside. Say 
"You've got to get...” 
He waffles and says he 
can't help you. Say “1 
won't ask you...." He 
says he'll consider it. 
Yeah, sure. Go to 
Yasevno and talk to Yuri 
about various topics. 
Return to Pearson's 
office at the Station and 
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check your Intelink twice for messages. (The Sound Hack is the 
most interesting.) Take the folder off your desk to find a photo 
of Parker's very dead body. Check the messages on your 
phone to hear from Yuri and Birdsong. Check your Intelink for a 
message from 
Warhurst about 
Parker's assas- 
sination and 
Lange's disap- 
pearance. Not 
good. Leave 
the station and 
meet Yuri at the 
Vilnius. 

Check your 
Intelink after 
the Vilnius for a 
message about 
Birdsong. 
Return to Pearson's office and take the origami bird from the 
table. Look in the cabinet next to the desk and read about 
Operation Eagle Shield and Nukes. The Nukes folder has a 
computer disk inside. Hmmm.... Use your EBMC (Book of the 
Month) disk on the computer and order both selections. 
(Download them immediately instead of having them sent.) 
Now use the Nukes disk on the computer and read the mes- 
sages. Two of the messages with Gog and Magog as the sub- 
ject have irregular headers. View them and crack them with the 
Cypher, using The Rabid Hound (under the “Other” menu 
selection). Receive and enjoy two Intelink messages from Holt 
and Sterling. 

Go into the OPS MGR and access the ATF archives about 
Felix Skodi (SIGINT page). Use the sound analysis on the com- 
puter to break down 
the call from 
Birdsong to Foster. 
There are four distinct 
sounds you can (and 
should) isolate from 
the call: a 10-ton 
church bell, a pas- 
senger aircraft, a 
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mountain sparrow and an electric tram. Report that Birdsong is 
hiding in Novosibirsk, at Nichalas Suvorov’s residence. Foster 
compliments you via the Intelink on a good catch. Now it’s 


time to investigate Procat. 
Use your phone to call John Blake at 011-44-171-555-0909 


and set up a meeting. Check your Intelink for a message from 
Warhurst. Leave the Station and go into the alley to get a file on 
Yuri from the Hillary Clinton look-alike. Go to Birdsong’s house 
to poke around. Examine the doorknob and use your lockpick 
(the black bag you've had in your briefcase since the start of the 
game) to open the door. Look around to find a whole lotta clues 
that Birdsong wanted to see the Big Sky Country of Montana. (If 
you go into Birdsong’s house a second time, you're followed 
inside by Lange, who's trying to find out what you're up to. You 
can shoot him, because he's a traitor.) 


Travel to London and meet with John Blake in the back of his 
residence. You can examine Blake's computer and other items 
while he's gone; he won't get mad if he finds you prying around 
when he returns. Ask him as many questions as you can. After 
the meeting, check your 
Intelink for a message from 
Colby. Return to 
Washington and rifle 
through the offices 
of Holt and Seaton 
for clues. Seaton's 
office is much more 
interesting, with an 
e-mail-filled com- 
puter that reveals a 
past relationship 
between her and 
David Holt. 

Go to your 
Intelink's OPS MGR 
and click on the Procat link in the OPS category. Read 
the large Procat file, and wait for an Intelink message 
from Holt. Ask him about Procat and Paw Print. Return 
to Moscow and check your Intelink for three messages. 
Tell Maxine to offer Birdsong a house in Montana. Go to 
Pearson's office and access the computer. Order the 


Holt that he's currently 
in Heidelberg. Leave 
the computer and 
answer the phone. It's 
Yuri, who wants to. 
meet. Go to his office 
to receive a file about 
Onyx. Ask him a couple [3 


TRAVEL ТЕП 


of questions, although 

he will refuse to answer 

them. Check your Intelink for two messages. Return to the Onyx 
case file and use the CEFT to track him to the Hotel Schlumpen 
in Heidelberg. Receive a message from the President himself, 
followed by Sterling. 

Travel to Germany and to the hotel. Talk to Onyx and threaten 
to send the Indian government into Jammu. At the end of your 
chat, tell Onyx to freeze while you look around. Go into the 
closet, take the handcuffs, and use them on Onyx. Go to the 
meeting at the 
Scharfenstahl 
and choose the 
TALK option. Give 
the password 
"French Vanilla" 
and you walk 
away with the 
pit in your hands. 
Check your 
Intelink for mes- 
sages of congrat- 
ulations. 

Return to Pearson’s office and answer a call from Harmonica. 
Answer the Intelink for a message from Foster. Take the video 
camera off your desk and snatch the chip inside. Use the chip 
on your computer to analyze the video of Birdsong's capture. 
Import the final frame of the video into the Image Analysis to 
see that Rajiv Jalahad was the killer. Look at Pearson's file in the 
CIA Datalink files to find Rajiv Jalabad's address. Report that 
Jalabad was the killer, and that he's at the No. 19 Leningradsky 
Prospekt. Receive a message from Warhurst. 


newest book from EBMC, "Croak! Goeth the Raven." 
Read the Procat and Yuri files in your briefcase. 

Your next task is to locate Onyx. Go to the CIA's Datalink site 
and read the case file on Onyx. Research his file and track him 
down through the Travel Tech database. (Remember that he's a 
fussy eater and always sits in a first-class aisle seat.) Report to 


Read the files on the Badman interface. Leave the Station 
and tell Max that Harmonica wants to meet in the alley. Meet 
him there and say, "What do you want...." "And now....” “Finger 
me for the mole...." "So what do | need "Join Procat...." and, 
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“No thanks—l'd rather die than join Procat." Harmonica gets 
away just before Foster and the gang arrive. 
Go to Kneecaps' residence (be sure to save) and press the 


Intelink for a mes- 


sage from Holt, who 


gives you two new 
Beale codes. 
Decipher the mes- 
sages with the third 
book from the 
EBMC, “Croak! 


GPS button in the truck to 
start the operation. 
Immediately walk up the 
stairs to the second floor. 
Birdsong is in the higher of 
the two small rooms on 
the north side of the build- 
ing. Demolish the south 
wall of the eastern room, 
then walk into Birdsong’s 
room to automatically 
exfiltrate him. 

Return to Pearson’s 
office and check your 


Goeth the Raven.” Holt sends you a message that the coordi- 
nates you decrypted are in Tunisia. Leave the office and head 
for Tunisia. 


Hop into the chopper and you're dumped off at the rendezvous 
point. Hey, it’s that ridiculously simple shooting sequence from 
the beginning of the game! Walk around the terrain and shoot 
each bad guy as he pops out to shoot you. Be a little conserva- 
tive with your bullets, because you have only two clips. Go to the 
middle of the zone, and you're confronted by John Blake. Drop 
your gun and wait for Blake to try to shoot you. His gun malfunc- 


tions and he 
goes for his 
knife. Grab 
your gun, but 
don't shoot 
Blake. Let him 
drop his com- 
puter on the 
ground and 
run away. Take 
the backpack 
and check 
your intelink for 
a message 
from Sterling. 
Close the PDA 
and get back 


on the chopper. The game automatically saves. You think maybe 
something potentially fatal is about to happen? 

Turn around and take the computer out of the backpack. 
Boot it up and you trigger a self-destruct sequence. Quickly 
use your Intelink on the computer and start to download files. 
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The meter stops at the 35-percent mark. Quickly cancel the 
download and chuck the computer out through the chopper 
door before it blows up. Check your Intelink for a message 
about the data error. You managed to grab nine files. View the 
first two and decode the seven Beale cyphers with "Croak!" 


—— € 


Receive a message from Colby, who suggests you send one of 
the messages. Send the “Blues Roots” message through the 
Finland phone number. Close the Intelink and wait for the 
chopper to land. 

You're now in Red Square to track down Harmonica and kill 
him before he kills the President. Check your Intelink to chat 
with Seaton, who patches you into a satellite view of Red 
Square. You're looking for a signal that oscillates, which is a 
giveaway of the weapon's location. And speaking of give- 
aways: the signal is in the upper left corner, oscillating 
between orange and red, on the border between Volpe and 
Hwang. 
Close the 
Intelink and 
shoot 
Harmonica. 
Check your 
Intelink for 
three mes- 
sages. Go to 


the Dacha in Crimea for the 
final scene. 

Drop your gun when 
Warhurst appears. Say 
"Here's a news flash..." to 
get Seaton on the line, then 
say, "So that's why you put 
this team together?" and 
"That's why you hacked my 
PDA." Get your gun and 
shoot Warhurst while he's temporarily stunned by the Sound 
Hack. Finally, shoot Yuri when he tries to haul away the 
Russian. You win! бР 
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hen we think of California in May, we think 
W of a few things: earthquakes, forest fires, 
floods and, of course, E3! Yes, it's that time of 
year again—a time to celebrate the primordial 
soup of computer 
geniuses, creativity and 
scantily clad women that 
we call the video and 


computer games indus- 


try. This year's E3 was 


even more spectacular than last year's (about 30 
| | С 


game manufacturers, CP’s crack staff managed 


percent bigger, by some 


estimates). Even with this 


overwhelming number of 


to bring back only the hottest info on the games 


that matter to you. And believe us, it was hard 
All the Computer work—schmoozing with PR people and game 


Games You Could producers by day and attending outrageous fies- 
Possibly Imagine tas at night. Before you start to play your violin, 


take a look at the fruits our labor: a gigantic list of 
by the Editors of Computer Player 
gaming gems, most of which will grace your 


monitor by the end of ’96. 
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3Dfx Interactive Inc. 
Phone: 415.934.2400 
Website: http://www.3dfx.com 


Available: third quarter '96 
Developer: 3Dfx Interactive 
System: MS-DOS, Mac 


Although the battle in 
the 3-D accelerator 
card market has seem- 
ingly just begun (see 
the hardware feature in this issue of Computer 
Player for more details), 3Dfx Interactive is jump- 
ing out to an early lead. It takes a lot to excite 
most game programmers, but just about everyone 
we talked to was excited about the Voodoo 
Graphics chipset. 


—»- 


ees 


3D Realms 
Phone: 800.263.2390 
Website: http://www.3drealms.com 


Available: fourth quarter '96 
Developer: 3D Realms 
System: MS-DOS 


After you've given up your last greenback and 
blasted the final alien in Duke Nukem SD, 3D 
Realms has an even more intense action game 
waiting for you. Dubbed Prey, this new action game 
will feature six degrees of movement, a true 3-D 
game world 
and gobs of 
other cool fea- 
tures. From 
what we've 

В seen, Prey 
should give 
Quake some 
serious com- 
petition in the 
first-person 
action genre 


Hunt for your enemies in 3D 
Realms' new Prey. 


Tth Level 
Phone: 214.437.4858 
Website: http://www.7thlevel.com 


Available: third quarter '96 
Developer: 7th Level 
System: Windows 95 


Dd 


Raymond Feist returns to the computer 
medium with Return to Krondor. 


Sierra's Betrayal at Krondor—based on the work of 
fantasy author Raymond Feist—was one of the 
most popular role-playing games of the past 
decade. Sierra gave up the rights to the sequel, and 
7th Level eagerly jumped at the opportunity. The 
result is a polished, new role-playing game that 
should appeal to Feist fans and RPG mavens alike. 
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Acclaim 
Phone: 516.656.5000 
Website: http://www.acclaim.com 


Available: fourth quarter '96 
Developer: Sculptured Software 
System: Windows 95 


This is 
Acclaim's first 
major foray 
into the PC 
gaming mar- 
ket. What's it 
like? Take the 
floating city in 


Acclaim's forthcoming а И 

Stratosphere takes to the Strik 5s k" 

Skies this fall. KOS E AOR 
load it with 


long-range weapons, mix in a Command & 
Conquer-style game engine, and then sprinkle lib- 
erally with eastern European design influences, 
and there you are. Sounds cool, eh? 


Accolade 
Phone: 408.985.1700 
Website: http://www.accolade.com 


Available: third 
quarter '96 
Developer: 
Accolade 
System: MS-DOS 


Гуе always been 
leery of flying 
eyeballs, but 
then, І have some 
growing up to do. 


Eradicator is a Doom clone with some unique 
innovations in the engine. Among them is the ability 
to display the point of view of projectile weapons 
in a small window on the game screen. 


Activision 
Phone: 800.477.3650 
Website: http://www.activision.com 


Available: fourth quarter '96 
Developer: Activision 
System: Windows 95 


Imagine an "Escher-like" cube. Fill it with 
powerups, stairs and elevators, and then toss in 
four angry networked players with guns. Get the 
picture? Unique and full of action, Blast Chamber 
is shaping up to be...well, a blast. 


Get boxed in, and blast your buddies in 
Blast Chamber. 


Available: third quar- 
ter '96 

Developer: Activision 
System: Windows 95 


If Vincent and Julius 
from "Pulp Fiction" 
could design their own 
computer game, 
they'd probably come 
up with /nterstate '76. 


Now that's. |е filled with fast cars, a "Mad 
a tasty Max"-style game world and plenty 
burger! 


of ammo. 


American Softworks Corporation (ASC) 
Phone: 203.327.3366 
Website: http://www.ascgames.com 


Available: fourth quarter '96 
Developer: Gray Matter 
System: Windows 95 


Authentic-looking 
martial arts moves and 
gorgeously rendered 
characters will be this 
game’s trademarks. 


Using the favorite-of-the- 
show third-person perspective, you guide Blake 
Hunter through alien terrain in an attempt to 
escape your alien captors. 


Avalon Hill 

Phone: 800.999.3222 

Website: http://members.aol.com/ahgames/ 
avalon.html 


Available: third quarter '96 
Developer: 
Avalon Hill 
System: MS- 
DOS 


Thanks to 
Wooden Ships 
and Iron Men, 
gamers can 
return to the Jaara 
days of wind- ч v = 
driven sails à 
and powder- 
fired cannon 
With a novel 
setting and a 
truly inventive playing interface, this one should 
appeal to any war gamer itching for some high- 
seas action 


Bethesda Softworks 
Phone: 301.926.8300 
Website: http://www.bethsoft.com 


hea 


Look alive, me hearties! 
Relive the age of sail! 


Available: third quarter '96 
Developer: Bethesda Softworks 
System: MS-DOS 


It may have been in development for what seemed 
like an eternity, but the long-awaited Daggerfall is 
finally 
+ ^" e nearing 
„АХ hb d release. If 
ри Ё set, you're a 
fan of role- 
playing 
games, 
consider 
this one a 
ч mandatory 
—* purchase. 
Impressive structures like this 
are a hallmark of Daggerfall. 
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Blizzard 
Entertainment 


Phone: 
800.953.SNOW 
Website: 
http://www. 
blizzard.com 


Available: third 
quarter '96 
Developer: Blizzard 
Entertainment 
System: MS-DOS 


For Blizzard, Diablo 
is something of a 
departure from WarCraft and WarCraft Il; instead 
of commanding dozens of orcs and humans, 
you're tasked with keeping just one character | 
alive. This game is visually stunning and packs 
more than enough action to keep gamers 
enthralled. | 


Go it alone with a big 
sword as your only com- 
panion in Diablo. 


— 
Available: fourth 
E quarter '96 
Developer: Blizzard 
Entertainment 
System: Windows 95 


Ed Forget orcs and 
humans: StarCraft 

M takes the addictive 
real-time game 
engine found in 
WarCraft II to a galaxy 
far, far away. This isn't 
just a face-lift, either. 
Blizzard is working hard to make this a new game 
unto itself. 


Blue Byte Software 
Phone: 847.534.7950 
Website: http://www.bluebyte.com 


WarCraft meets Aliens 
in Blizzard’s new 
StarCraft. 


Available: fourth quarter '96 
Developer: Blue Byte Software 
System: MS-DOS 


Ex-submarine 
captains and 
sub-sim fans 
can stow the 
mizzenmast 
and up the 
periscope 
(hey, that 
makes no 
sense!) to 
prepare for 
Blue Byte's 
upcoming 
sub sim. 
Although we 
saw only a 
very early ver- 
sion of this title, the lighting effects in the water 
are something to see. Keep your eyes peeled. 


CH Products (CHP) 
Phone: 619.598.2518 
Website: http://www.chproducts.com 


AD takes place in this under- 
water world of the future. Hey! 
Is that Captain Nemo in one of 
those windows? 


Available: third quarter '96 
Developer: CH Products 
System: IBM PC 


This prototype drawing of 
the Force F/X can't 
begin to clue you in 
to how extraordi- 
nary it makes 
gameplay. 
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“Force feedback” was the catch phrase for most 
peripheral makers at E3. CHP was no exception; 
its force feedback prototype stick was up for test- 
ing on the show floor. We can only say this about 
the technology: sure, it's a gimmick, but it's a cool 
gimmick. 


Cyberdreams 
Phone: 818.223.9990 
Website: http://www.cyberdreams.com 


Available: fourth quarter '96 
Developer: Cyberdreams 
System: Windows 95 


In this game 
based on the 
'50s original 
motion picture, 
the player is in a 
frenzied race 
against time 
and the forces 
of evil science. 
Tricked into 
drinking a mys- 
terious potion, 
the player starts 
to shrink. Thus 


nu 


The Incredible Shrinking Man 
thrusts you into the middle 
of an action adventure remi- 
begins his quest niscent of the late '50s sci-fi 
tofindananti- movie. 

dote before he | 
disappears in dust. The main character's condition 
creates challenges that he must surmount through a 
combination of logic puzzles and combat. 


DreamWorks Interactive 
Phone: 310.234.7000 


Available: second quarter '97 
Developer: Doug TenNapel 
System: Windows 95 


pa ” Е 
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Ever wondered what happened to your old 
Play-Doh set? Take a look at The Neverhood. 


From the quirky mind of Doug TenNapel comes 
The Neverhood—a slapstick, epic, animated-clay | 
adventure game. Hoborg, the lonely ruler of a 
magical world, creates The Neverhood. This fan- 
tastical domain is formed of a magic clay that 
brings to life its sculpted inhabitants. One of 
Hoborg's creations, Klogg, turns evil and plans to 
overthrow the ruler. Gamers play as Klaymen, the 
lumpy hero who tries to save the day. Bizarre 
characters complement this most unusual game. 


Electronic Arts 
Phone: 415.571.7171 
Website: http://www.ea.com 


Available: fourth quarter '96 
Developer: Bullfrog 
System: MS-DOS, Windows 95 | 


As in the original 
Syndicate, players 
command a group 
of four world- 
conquering cyber- 
netically enhanced 
agents in Syndicate 
Wars. An extensive 


range of weaponry 
gives the player the Are you ready for some 


capacity to destroy flame-throwing action? Try 
entire cities. New Syndicate Wars. 
light-sourcing 

technology adds to the realistic views in the game, 
and there is now an eight-player network option 
available. 


Epic MegaGames 
Phone: 800.972.7434 
Website: http://www.epicgames.com 


Available: 
fourth quar- 
ter '96 
Developer: 
Extreme 
Studios 
System: 
Windows 95 


Look out, 
Quake and 
Prey: Epic 
MegaGames" 
Unreal could 
very well be 
the 3-D game 
to beat this fall. With MMX support, 16-bit color 
and a polished level editor, it has plenty to offer. 


Get real: Unreal could wind up 
besting Prey and Quake. 


Forte Technologies 
Phone: 716.427.8595 
Website: http://www.fortevr.com 


Available: third quarter '96 
Developer: Forte Technologies 
System: IBM PC 


Before you foam at 
the mouth for this 
high-end VR headset, 
understand that it 
isn't meant for mass 
consumption. This 
new technology will 
be mounted in VFX1- 
like headsets and set 
up for use in slam site 
VR arcades. If you 
have a slam site near 
you, check this out. 


Forte's new optics tech- 
nology will be housed in 
a unit very similar to its 
popular VFX1. 


Graphic Simulations 
Phone: 214.386.7575 
Website: http://www.graphsim.com/graphsim 


Available: third quarter '96 
Developer: Graphic Simulations 
System: Windows 95 


The Mac flight-sim favorite comes to Windows 95 
and features a 
smooth poly- 
gón graphics 
engine and 
loads of accu- 
rate details. 
Graphic 
Simulations 
wants to be 
known as 
"the F-18 
company," and this game will definitely help it to 
achieve that goal. 


Fly the deadly skies in F/A-18 
Hornet 2.0. 


Grolier 
Phone: 203.797.3530 
Website: http://www.grolier.com 


Available: third 
quarter '96 
Developer: 
Media X 
System: 
Windows 95 


Silicon 
Graphics, the 
company 
behind some 
hot game- 
development 
kits, is behind 
the Firewalker 
kit used here. S&D bears a striking resemblance to 
a wildly successful PlayStation title by the name of 
Jumping Flash. Don’t be alarmed, though; 
Jumping Flash was a lot of fun. 


Don't ask us how this thing 
fits into the plot; the render- 
ing looks nice, though. 


GT Interactive Software 
Phone: 800.305.3390 
Website: http://www.gtinteractive.com 


inte THE 


MEN 


Available: third quarter '96 
Developer: Scavenger 
System: MS-DOS 


With awesome light- 
sourcing technology and 
an advanced 3-D physics 
engine, Into the Shadows 
looks to be one hot action 
title. Behead your buddies 
in true 3-D at a blistering 
frame rate! 


29 


AEST 
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Available: August '96 
Developer: Id Software | 
System: MS-DOS 


15 it out yet? Shareware Quake may be avail- 
able by the time you read this! 


Hotter than a smoking nail gun, Id Software’s 
Quake made a big splash at the show. If you've 
played the public test version, ип!еагп what 
you've learned. The final version is a scorcher. 


Inscape 

Phone: 310.312.5705 
Website: 
http://pathfinder. 
com/@@gJ1hVgUAm 
Nv9WziR/inscape/ 


Available: third quar- 
{ег '96 

Developer: BlueSky | 
System: Windows 95 | 


Assassin-2015 fea- 
tures loads of 
great-looking ren- | 
dered graphics. 
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| 
Assassin-2015 drops you into a fast-paced, first- | 
person, 3-D futuristic scenario. Gamers assume 

the role of Jack Butcher, a member of an élite 

group of government-controlled assassins. The 
game features a combination of first-person com- 
bat gameplay, cinematic cut sequences, hi-res 

3-D environments and an army of motion-capture | 
enemies. 


Interact 
Phone: 410.785.5661 
Website: http://www.interact-acc.com 


Available: fourth 
quarter '96 
Developer: Interact 
System: IBM PC 


With the sudden infu- 
sion of action games in 
the PC market, a need has 
arisen for high-quality con- 
trollers. Four-button Gravis 
pads won't help ina 
knock-down, drag-out brawl. Interact's newest 
joypad looks as if it could be ideal for PC action 
games. 


We can't 
wait to try 
this baby out 
with MK3! 


Interactive Magic 
Phone: 919.461.0948 | 
Website: http://www.imagicgames.com | 


Available: third quarter '96 
Developer: Kesmai 
System: Windows 95 


|-Magic’s Air 
Warrior ll is more 
than just the boxed 
version of Kesmai's 
Air Warrior. It pro- 
vides more than 
100 solo missions, 


several campaigns ч 
and intense Get airborne with your 


modem play. Using buddies in AW2; then kill 
AW2, gamers сап them. 


even log on to online Air Warrior networks and go 
mano a mano. 


[red 
3 


Available: fourth quarter '96 
Developer: Krisalis 
System: Windows 95 


If you've been looking for the ultimate tank game, 
look no further. Co-developed by Arnold 
A г ера Hendrick— 

one of the key 
developers of 
MicroProse's 
classic 
ВИ М1 Tank 

á Platoon—this 


a 


TY 


Waiting for M1 Tank Platoon 2? game has all 
the trappings 
of a winner. 


Stop waiting because /M1A2 
Abrams is here. 


Interplay 
Phone: 800.969.GAME 
Website: http://www.interplay.com 


Available: third quarter '96 
Developer: Interplay 
System: MS-DOS 


Descent meets Dungeons & 
Dragons in Descent to 
Undermountain. 


Interplay has taken the 3-D engine from Descent and 
mixed in a healthy dose of Advanced Dungeons & 
Dragons role-playing action in an attempt to appeal 
to both role-playing gamers and action mavens 


Available: fourth quarter '96 
Developer: Interplay 
System: MS-DOS 


Trekkers, rejoice: even more Star Trek games are 
on the way, and one of the most promising is 
coming from Interplay. This new game is a Wing 
Commander-esque excursion into the Star Trek 
universe. 


Kesmai 
Phone: 804.963.8500 
Website: http://www.kesmai.com 


Available: third quar- d 
ter '96 - - 
Developer: Kesmai A 
System: Windows 95 pee 
Everyone's favorite EN 
online flight sim is С 

getting a face-lift: Air Warrior 2.0 for Windows 
should be shipping as you read this. With new 
support for America Online and CompuServe, it 


should bring more aspiring pilots into the pixelated 
skies than ever before. 


LucasArts 
Phone: 800.782.7927 
Website: http://www.lucasarts.com 


Available: first quarter '97 
Developer: LucasArts 
System: Windows 95, Mac CD 


amp Ib. 8 А 
The long-awaited sequel to Dark Forces will 
hit the shelves in early '97. 


We can almost guarantee that this will be game 
nirvana for most enthusiasts. It features a new 
hi-res engine with traveling light sourcing, and 
gamers will be able to fight their way through 
more than a dozen levels. Jedi Knight continues 
the story of Kyle Katarn as he embarks on a quest 
into his past and learns the mysterious ways of 
the Jedi. 


Available: fourth quarter '96 
Developer: LucasArts 
System: MS-DOS, Windows 95, Mac CD 


Leave it to LucasArts to be the software company 
that finally created a cool game based on the 
spaghetti westerns of the '60s. Outlaws will use 
the Dark Forces engine, and this action/adventure 
hybrid title will be the first LucasArts game with 
multiplayer features. Up to 12 players will be able 
to compete against one another. 


At last, a game based on old westerns. 
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Available: fourth quarter '96 
Developer: LucasArts 
System: MS-DOS 


In X-Wing vs. TIE Fighter, gamers choose from the 
15 original scenarios set in familiar Star Wars envi- 
ronments 
that range 
from aster- 
oid and 
space junk 
fields to the 
Endor star 
system— 

E the site of 
the Death 
Star battle 
in “Return 
of the Jedi.” 
In multi- 
player 
mode, players will be able to choose which side 
they're on—the Empire's or the rebels’. 


Play as the Rebels or the Empire 
in X-Wing vs. TIE Fighter. 


Maxis 
Phone: 510.927.3537 
Website: http://www.maxis.com 


Available: third 
quarter '96 
Developer: 
Maxis 

System: MS- 
DOS 


Just when we 
thought we had 
finished with 
SimCity 2000, 
along comes 
SimCopter, a 
new game from 
Maxis. Load up 
your favorite SimCity 2000 cities, and zoom 
around them in a helicopter in three dimensions. 


MGM Interactive 
Phone: 310.449.3866 
Website: http://www.mgminteractive.com 


Available: fourth quarter '96 
Developer: Saffire Corp. 
System: Windows 95 


Don't look now, but yet another comic book hero 
has pummeled his way onto the computer gaming 
desktop. Based on the "Cyberthug" comic book, 
MGM Interactive's new game looks like a Doom 
clone, but with an extra helping of attitude. 


MicroProse 
Phone: 800.879.PLAY 
Website: http://www.microprose.com 


Available: third quarter '96 
Developer: SimTex Studios 
System: Windows 95 


If you can imagine X-COM with superheroes, 
you'll have a good idea of what Agents of Justice 
is all about. 
It should fill 
the void cre- 
ated when 

- the long- 
awaited 
Champions 
project—by 
another 
publisher— 
was killed. 


Fight for truth, justice and the 
American way, and beat up lots 
of bad guys. 
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Available: third 
quarter '96 
Developer: Simtex 
Studios 

System: MS-DOS 


Battle at Antares is 
the eagerly awaited 
sequel to one of the 
most popular space- 
conquest games of 
all time: Master of 
Orion. It includes 
even more features, 
ranging from net- 
work play to a cus- 
tom alien race cre- 
ation tool. 


Do you speak alien? 
Converse with comely | 
aliens in MOO2. 


Available: third quarter '96 
Developer: MicroProse 
System: MS-DOS 


Can't get enough Star Trek? If you can't, Star Trek: 

Generations should be manna from heaven. Part 

adventure game, this is also the first Star Trek 
game to use a 
Doom-style 


game engine. 


There are 
Klingons on | 
the star- 

T board bow! 
_ Set phasers 

on stun. 


Available: fourth quarter '96 | 
Developer: Mythos Games 
System: Windows 95 


ns are back, and it’s your job to X- 
terminate them in X-COM: Apocalypse. 


Arguably one of the best computer games of all 
time, MicroProse’s X-COM is still one of the most 
popular. Hoping to improve on the success of the 
original, developer Mythos Games is gearing up to 
release this high-powered sequel. 


Microsoft 
Phone: 800.429.9400 
Website: http://www.microsoft.com 


Available: first quarter '97 
Developer: Bruce Shelley 
System: Windows 95 


Developed by Civilization co-designer Bruce 
Shelley, Age of Empires promises to up the ante in 
god games. With mucho graphic detail, impres- 
sive historical accuracy and a CD-bursting array 
of play options, this is shaping up to be the game 
that Civilization II should have been. 


Available: third quarter '96 
Developer: Terminal Reality 
System: Windows 95 


If you've ever wanted to drive around in the 
Bigfoot monster truck, your prayers have been 
answered with Monster Truck Madness. Guzzle 
cheap beer, howl like a Neanderthal and stomp 
your feet whenever your favorite monster truck 
mashes a foreign car pancake-flat, all in the 
privacy of your own mobile home. 


Military Simulations 
Phone: 360.254.2000 
Website: http://www.military-sim.com 


Available: third quarter '96 
Developer: Military Simulations 
System: Windows 95 


75 


Beat up Saddam and earn your wings, all in 
the same game. 


Falcon 4.0 may be grabbing all the headlines, but 
Military Simulations' Back to Baghdad promises to 
give MicroProse's top sim a run for the money. It 
has a retail price of $100 and enough realism to 
match the price point. Simulation buffs should 
definitely give this one a look. 


Mindscape 
Phone: 415.897.9900 
Website: http://www.mindscape.com 


Available: third quarter '96 
Developer: Intelligent Games 
System: Windows 95 


Look out, Myst; Azrael’s Tear is headed your 
way from Mindscape. 


If Doom and Myst ever decided to swap DNA, 
Azrael's Tear would be the result of their genetic 
tryst. It looks as good as Myst, and the action 
Sequences should keep a smile on the most jaded 
Doomster's face. 


New World Computing 
Phone: 818.889.5600 
Website: http://www.nwcomputing.com 


Available: third quarter '96 
Developer: New World Computing 
System: Windows 95, Mac 
Wages of War merges squad-level assault warfare 
with financial operations. In a decaying, futuristic 
world, players operate a mercenary camp. Players 
must gain credibility for their upstart mercenary 
company by succeeding on a variety of missions 
and managing their business wisely. Negotiating 
contracts, buying weapons, choosing mercenary 
squads and 
leading a 
hand-picked 
team on 
deadly mis- 
sions are 
some of the 
tasks that the 
players must 
complete. 
Wages of War features strategic 
commando-style warfare. 


COMPUTER PLAYER'S E3 


TOP 5 GAMES 


BY GENRE 


Best of Show 
Tomb Raiders by Eidos/Core Design 


Action 

1. Tomb Raiders by Eidos/Core Design 

2. Dark Forces 11: Jedi Knight by LucasArts 

3. Into the Shadows by GT 
Interactive/Scavenger 

4. Unreal by Epic MegaGames 

5. Star Trek: Starfleet Academy by Interplay 


Adventure 
. Lands of Lore ЇЇ: Guardians of Destiny by 
Virgin/Westwood 
. Diablo by Blizzard Entertainment 
. Azrael's Tear by Mindscape 
. Ecstatica 2 by Psygnosis 
. Lighthouse: The Dark Being by Sierra 


. Falcon 4.0 by MicroProse 

. European Air War by MicroProse 
. F-22 Lightning И by NovaLogic 

. Flying Corps by Empire 

. AH-64A by Eidos 


rts 

. World Series Baseball '96 by Sega 
Entertainment 

. Links LS by Access 

. VR Soccer by Interplay 

. Microsoft NBA Full Court Press by 
Microsoft 

. VMX Racing by PIE 


. X-COM: Apocalypse by MicroProse 
. StarCraft by Blizzard 

. C&C: Red Alert by Virgin/Westwood 
. Age of Empires by Microsoft 

. Z by Virgin 
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Novalogic 
Phone: 818.880.1997 
Website: http://www.novalogic.com 


Available: fourth quarter '96 
Developer: NovaLogic 
System: MS-DOS 


The textures on the terrains in this game 
easily rival those found in most console 
games. 


NovaLogic’s Voxel 2 game engine is hard at work 
in this title. This engine makes texture maps crys- 
tal clear, not pixelated, when viewed up close. 
Terrains have never before looked this good on 
the PC. 


Ocean 
Phone: 408.289.1200 
Website: http://www.ocean.com 


Available: fourth quarter '96 
Developer: Ocean 
System: Windows 95 


E Н 
Shoot the bad guys, and make the impossi- 
ble possible! 


Thanks to Ocean's new Mission Impossible game, | 
Tom Cruise isn't the only guy who gets to shoot 
people and blow up things. Only the Nintendo 64 
version of the game was available for preview, but 
Ocean promises that the Windows 95 version will 
have similar graphics and game features. 


Panasonic Interactive Media (PIM) 
Phone: 408.653.1888 


Available: 
third quarter 
'96 
Developer: 
PIM 
System: 
MS-DOS, 
Mac 


ба ng ёуз 


You can make these little guys 
do some pretty amusing things. 


This game was originally meant for the Jaguar 
console. Since the console’s untimely demise, 
Panasonic has picked up the rights and thrown in 
some 3-D rendering and is now releasing it for the 
PC and Mac. Fans of Lemmings will find Baldies 
similarly addictive. 


Philips Media Games 

Phone: 800.883.3767 

Website: 

http://www. philipsmedia.com/media/games 


Available: third quarter '96 
Developer: Interweave Entertainment 
System: MS-DOS, Mac 


} 


Indulge your perversions with Philips’ 
Voyeur И. 


In this sequel to Philips’ earlier title of the same 
name, gamers must solve a murder before it hap- 
pens. The voyeur must skillfully manage the 
resources in his isolated cabin. One wrong move, 
and players may find themselves arrested as 
peeping Toms or, worse yet, conspirators in the 
murder. Voyeur Il has more than 80 minutes of 
video, multiple plot scenarios and a navigable 3-D 
environment. The game is designed to attract 
entry-level gamers as well as hardcore players. 


Playmates Interactive 


Entertainment (PIE) 
Phone: 714.562.1743 
Website: http://www.playmatestoys.com 


Available: first quarter '97 
Developer: Shiny Entertainment 
System: MS-DOS 


| haven't wanted a game this badly since 
Pac-Man for the Atari 2600! 


The only reason this title wasn't named "Game of 
the Show" is that it's still in the very early stages 
of development. David Perry and company (of 
Earthworm Jim fame) are doffing their kid-friendly 
humor to pursue this darker, more entertaining 
endeavor. There are too many innovations to the 
third-person/first-person action game to list here, 
but let me just say this: you'll have the ability to 
Shoot a cup out of someone's hand from a mile 
away. 'Nuff said. Check out CP's interview with 
David Perry in this issue. 
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Psygnosis 
Phone: 415.655.8000 
Website: http://www.sony.com 


Available: third quarter '96 
Developer: Psygnosis 
System: MS-DOS. 


We didn't think that smashed up cars could 
look more real than they did in the first DD; 
boy, were we wrong! 


The first Destruction Derby was a mildly entertain- 
ing title whose real entertainment value was in the 
multiplayer mode. The second installment of the 
saga builds on the cool elements of the first by 
adding more cars and more tracks. 


Pulse Entertainment 
Phone: 310.581.6400 
Website: http://www.acclaim.com 


We wish we had 
a dollar for 
every Space 
Bunny we've 
crossed paths 
with. 


Available: first quarter '97 
Developer: Pulse 
Entertainment 

System: MS-DOS 


At last, a conscientious game maker has decided 
to tackle the thorny issue of Space Bunny rela- 
tions. This title, as you might expect, pays 
homage to the classic B movies of the '50s with 
what looks to be a pretty interesting action game. 


Rocket Science 
Phone: 415.442.5000 
Website: http://www.rocketsci.com 


Available: fourth quarter '96 
Developer: Rocket Science 
System: Windows 95 


Before you.skip over the Rocket Science section, 
understand that the game company has been 
completely revamped. One of the results is Rocket 
Jockey. You play on bikes that look similar to the 
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speeders used in the woods in “Return of the 
Jedi.” There will be several types of games within 
RJ, e.g., soccer-type. Definitely watch for this one. 


Did we 
mention 
that you 
can drag 
opponents 
across the 
playing 
field? 


Sega Entertainment 
Phone: 415.508.2800 
Website: http://www.segaoa.com 


Available: third quarter '96 
Developer: Sega of Japan 
System: Windows 95 


Virtua City 
РО. is actual- 
ly Virtua Cop 
for your PC. 
This was one 
of the most 
addictive 
arcade shoot- 
ers ever, and 
after playing it 
on the PC, we 
can tell you that fans of the arcade version won't 
be disappointed. 


translation. 


Sierra 
Phone: 800.757.7707 
Website: http://www.sierra.com 


Available: third quarter '96 
Developer: Sierra 
System: Windows 95 


= 


He's back! Everyone's favorite polyester-clad 
loser returns in Leisure Suit Larey 7. 


Look out Kathie Lee: Leisure Suit Larry hops 
aboard a cruise ship for even more virtual lechery 
in Sierra's upcoming game. The artwork is posi- 
tively eye-popping; some of Larry's female com- 
panions rival the best pinups of years gone by. 
Bawdier and funnier than before, Larry 7 should 
hit store shelves this fall. 


Available: fourth quarter '96 
Developer: Sierra 
System: Windows 95 


Arthur C. Clarke's science-fiction master- 
piece comes to the PC with RAMA. 


Sierra has teamed up with the grand master of 
science fiction himself—Arthur C. Clarke—and 
plans to bring his best-selling novel to life in a 
computer game of the same name. 


Simon & Schuster Tom 
Interactive (58:51) ae: 


Phone: 212.698.7000 
Website: http://www. 
ssidistribution.com 


oul 


Tom Clancy’s 
name and orig- 
inal script for 


Available: third quarter '96 
Developer: Simon & Schuster 
Interactive 

System: Windows, Mac 


Is that a licensing deal | smell? 
Simon & Schuster Interactive is SSN are sure 
attempting to cash in on the to give it mass 
popularity of espionage/intrigue appeal. 

author Tom Clancy with this 

upcoming title. It uses an entirely original script 
and an action game engine. TCSSN will surely 
appeal to Clancy fans and gamers alike. 


Sirtech Software 
Phone: 800.447.1230 
Website: http://www.sir-tech.com 


Available: third quarter '96 
Developer: MadLab Software 
System: MS-DOS 


One of our all-time favorite strategy games— 
Jagged Alliance—now has a sequel. This follow- 
up has more mercs, more mayhem and, best of 
all, robust multiplayer support. 


Shoot at even more vociferous mercs in 
Jagged Alliance: Deadly Games. 


Strategic Simulations Inc. (551) 
Phone: 415.897.9900 
Website: http://www.SSlonline.com 


Available: fourth quarter '96 
Developer: Gary Grigsby and SSI 
System: MS-DOS 


This sequel to one of the most popular war games 
in recent memory provides an upgraded game 
engine, new missions, new weapons and a host of 
new scenarios in a modern setting. 


Available: fourth quarter '96 
Developer: Dreamforge 
System: Windows 95 


Choose from among four different races in 
WarWind. 


At ЕЗ, clones of WarCraft 2 and Command & 
Conquer were more common than mosquitoes at 
a barbecue. What makes SSI's WarWind so spe- 
cial? For starters, it has plenty of the features that 
real-timers want: four entirely unique races, core 
units that carry over from scenario to scenario, 
multiplayer play and gobs of cool unit upgrades 
and implants. 


Take 2 
Phone: 212.941.2988 
Website: http://www.westol.com/~taketwo 


Available: third quarter '96 
Developer: Take 2 
System: MS-DOS 


By Take 2's own admission, Battlecruiser 3000 
A.D. doesn't resemble the product it first envi- 


Sioned several years ago; during development, 
new technology prompted various enhancements. 
Don't you think most people are just eager to see 
a final product with the Battlecruiser moniker? 


Total Entertainment Network (TEN) 
Phone: 415.778.3500 
Website: http://www.ten.net 


Available: third quarter '96 
Developer: Total Entertainment Network 
System: Windows 95 
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Lock, load, then log on with the Total 
Entertainment Network. 


This promises to turn the world of Internet gaming 
upside-down, and it will soon be widely available 
to the public. Although the selection of games 
available for play isn't too diverse yet, many more 
TEN-friendly games are in development. 


ThrustMaster 
Phone: 503.639.3200 
Website: http://www.thrustmaster.com 


Available: third quarter '96 
Developer: ThrustMaster 
System: IBM PC 


In response to the growing population of action 
titles on the PC market, ThrustMaster will 

Soon release its 
PlayStation-esque 
controller. Of 
course, the 
controller will 
get the 
ThrustMaster 
treatment; 
all of the 
buttons on 
the pad will 
be programmable. 


Trilobyte 
Phone: 541.857.0614 
Website: http://www.tbyte.com 


This little number 
would be sweet 
with Duke. 


Available: fourth quarter '96 
Developer: Trilobyte 
System: MS-DOS, Mac 


From the gang who brought you The 7th Guest 
and The 11th Hour comes this new hybrid puz- 
zle/animated 
adventure. It 
takes place inside 
a Scottish castle, 
where players 
accompany the 
two main charac- 
ters on a quest to 
fulfill an ancient 
prophecy. Only 
by solving the 
maddeningly, 
entertaining collection of puzzles will players be 
able to solve the mystery of the Clan MacPhiles. 


Clandestiny combines 
adventure gaming with 
puzzle solving. 


Virgin Interactive Entertainment 
Phone: 714.833.8710 
Website: http://www.vie.com 


Available: fourth quarter '96 
Developer: Westwood Studios 
System: MS-DOS, Windows 95 


C&C’s facelift for the holiday season is sure 
to please a lot of fanatics. 


Forget about Nod and GDI; in Red Alert, you can 
assume the role either of Stalin or of the Allied 
forces. Whether you're the good guy or the bad 
guy, Westwood provides players with all-new 
arsenals and structures. 


Available: fourth quarter '96 
Developer: Westwood Studios 
System: MS-DOS 


As Mom always said, never trust a man with 
four arms. 


Role-playing games are at last starting to get the 
Pentium-class face-lift they have long deserved. 
Conceptually similar to Interplay's Descent to 
Undermountain, Guardians of Destiny will place 
you in an RPG environment through the first-per- 
son POV. 


Ya know, E3 was kind of like a holiday 
for us at CP, but it was three days long, 
and we were exhausted at the end of 
each day. And on holidays, you usually 
don't yell “Die, commie scum!” at a 
computer monitor. OK, so maybe it 
wasn't like a holiday, but we certainly 
learned a lot and got a glimpse of the 
coolest stuff going around...until next 
year, that is. CP 
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t takes more than diplomatic skill to solve the mysteries aboard Deep Space Nine and survive 
with molecules intact. A sharp eye, quick finger and active cerebfal cortex are essential to a 
long and prosperous career with the Federation. 

As a rule of thumb, ask all available questions and follow every conversation path. So, always 
save before beginning discussions with the nonplayer characters you meet, and before you enter 
a.new and potentially hazardous location. My motto?—better "saved" than sorry! 

To simplify this guide, J have used the following conventions. Clicking on an object is the same 
as "operating" or "activating" it. Directions such as "forward 5" means "click to move forward 5 
times," and “turn 180” is the same as “make a 180-degree turn.” 


DEEP SPACE NINE 


HARBINGER 


by CHUCK MILLER oos Nis ука ы en 


Шш 


Talk with Quark about Karrig, and get 
holocredits. Turn 180, talk with Jani 

and head upstairs, taking the nearby 

stairway. 


ШЇЇ | 


* 


] 
0 


After docking, Odo will appear and ask 


for assistance with shutting down the Talk with Sisko, Dax and Kira about the 
Propulsion Grid. Turn left, operdte the | drones and your mission. Next, prepare 
small flashing Screen on the console, | for the first drone attack by aiming 

and vent the plasma. Then, operate | ahead of incoming drones and firing 

every chip on the left. Those that need | continuously. Speak again with Sisko, 

to be replaced will appear on the right Пах and Kira. Then, with access to the 
grid to be “pushed” from behind into | turbolift, proceed to the Lower | 
their proper locations (see Propulsion | Promenade, exit, turn left arfd enter... 


Grid). Turn right and you're... AN 
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Once you're in {ће upper level of, 
Quark’s Bar, save. You can:now enter + 
the Holosuites and check out two com- 
bat simulations, if you wish. Exit to the 
Upper Promenade, turn left, and follow 
the corridor until you meet Rasmus. 
She will provide you with'DS9's history 
and a primer on Bajoran legends. * 


S QUARTERS 


Return to the Lower Promenade using 
the stairs just past Rasmus. At the bot- | 
tom, turn 180 and take the Air Lock on 
the left to the Habitat Ring. Turn right 

at the end of the first corridor, go for- 
ward 3, and you'll find Karrig's 

Quarters оп the left.» Try to open the 

door, then see Odo for assistance. 
Retrace your steps to the Habitat Ring, 
turn left, ge forward 3, turn left and 
enter the... | 


НОСЕ 


Talk with Odo to gain the security code 
and... * 


in 
ҮШ 


Use the code to gain access. You'll dis- 
cover Karrig dead, and Odo will appear 
to discuss the matter. You are then... 


SUMMONED T0 OPS 


| 
| 
| 


Sisko now promotes you to 
Ambassador and gives you a phaser. 
While here, examine Karrig's subspace 
message and talk further with Dax 
about Karrig's Logs. Then... 


Assist Odo in questioning Guark, and 
discuss the investigation into Karrig's 
murder. After reviewing the passenger | 
list and discussing DNA scans and pos- 
sible suspects... 


POTNIT NND 


With Quark absent, talk further with Jani 
about the situation with the Red and Blue 
Lykotians. Then, proceed to the... ' 


SCYTHIAN AIRLOCK i 


Return to the Habitat Ring and go past 
Karrig's Quarters to the end of the cor- | 
ridor. Turn right, enter the Cargo Bay, 
go forward 2, turn left, forward 2, turn | 
left, forward 2, turn right, forward 1, 
through the doors, forward 1, turn left 
and forward again. Operate the Air Lock 
and take the corridor to the end. Then, 
turn left and take the next Air Lock to 
the end of that corridor, as well. Turn 
left, follow this corridor to the Air Lock, 
turn right and talk with Ensign Yarrow. 
Afterward, open the Air Lock for your 
first meeting with Wey and Rhoon. 


—4 


*Dax now summons you to Ops to solve 
the Code Puzzle and gain access to 
Karrig's Logs. Line up the colors in the 
order purple, red, green, yellow and 
brown, so that the phrasing spells out 
“peace is ‘many voices arguing" (see 
Karrig's Logs). Once you've accessed 
Karrig's standard and personal Logs, 
play back all the recovered entries. 
Then, speak with Dax and Kira about a 
plan of attack against the drones to 
reach a compromise between both 
alternatives. Return now to the Habitat 
Ring to find Kira repairing a turbolift. (If 
you haven't spoken with Rasmus about. 
the Harbinger yet, do,so on your way.) | 


Then proceed to the... 

the Blue Lykotians. Stun both, then talk 
Back at the Air Lock, question the 
second drone attack. . 
progress with the Scythians and the 
mentioned. She will run a sensor sweep 
bolift, Sisko will call you back to discuss 
and that the Scythians want to speak 


. 
briefly with*Odo. 
Scythians until they close the door. 
drones’ weakness“against theta rays. 
and discover extra, unknown life forms 
the results of the earlier DNA scans 
Return now to Quark's to discover that 
with you. 


Enter the turbolift and talk with Kira. 
Here, you'll have your first run-in with 
(SCYTHIAN I LOCK REVIS 

ll 
They will tell you how to stave off the 
Talk with Sisko and Dax about your + 
Then ask Dax about the devices Karrig 
on the station. As you head for the tur- 
with, Odo. 
his security lockout key Has been stolen 


Rhoon will warn you of danger then 
recoil in fear as Ensign Yarrow is killed 
by an invisible Red Lykotian (whom she 
manages to stun before dying). The rea- 
„зоп doors fave been opening and clos- 
ing seemingly by themselves is that the 
Red Lykotians are in possession of 
Personal Cloaking Devices (PCDs)—the 
refraction devices mentioned by Karrig. 
You must now respond quickly or the 


AUGUST 1996 91 


Lykotians will track you down and kill * 
you. So pick up the PCD from the Red 

* Lykotian's body and get ready for 
action. When a "cloaked" Lykotian is 
nearby, you will automatically be pre- 
sented with a phaser crosshair, so be 
ready to shoot when the reticule nar- 
rows, indicating a phaser lock. 


ТЇШЇЇ 


You must now locate and stun five 
Lykotians. The first is lingering inside 
Karrig's Quarters, while Lykotian two is , 
stationed outside the Bajoran Temple. 
You'll find the third hiding in the upper 
level of Guark's Bar. Then, to stun the 
fourth Red Lykotian, return to the corri- 
dor outside Karrig's Quarters. The fifth 
and final Lykotian can be found in the 
Docking Ring headed for the Scythian 
Air Lock. Once you've stunned him, * 
continue through the Air Lock and 

meet Odo. 


Next, return to the Holosuites and talk 
with Rhoon and Quark. Enter the 
Holosuite, converse with Kira and pre- 
pare for a simulated run against the 
drones and the Citadel. When the simu* 
lation is complete, you will automatically 
end up... * 


Talk with Sisko, then with the Scythians 
(by means of the Viewscreen) to discover 
the truth about their history and to 
enlist their aid. Next, following a sec- 
ond drone attack, you, Kira and Odo 
Will be taken by the Scythians to the 
Citadel, where yet another arcade 
sequence results jn a crash-landing for 
you and the major. 
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Unfortunately, the crash leaves Kira 
unconscious and the transporter off- 
line. Turn left, go forward 4, operate 
the weapons locker panel (see Phaser 
Rifle) and take a Phager Rifle. Then 

turn around, go forward and exit the • 
runabout through a breach in the hull. 


THE RUNABOUT 


Step forward 1, turn 180, and examine 
the right side of the corridor for a path 
around the runabout. At the end of the 
corridor, access the Transport Panel, , 
Operate it, turn 180, and you'll be trans- 
ported to the Drone Maze—a multilevel 
atrocity defended by attack drones. 


Your first task is to activate two 


Reactors. Starting on Level One, go for- 
ward 10, turn right, forward 6, turn 
right, forward 2, turn left, forward 5, 
turn right, forward 5, turn right, for- 
ward 2, turn left, forward 7 and power 
up Reactor One (see Reactor Room). 
Turn 180 degrees, go forward 7, turn 
right, forward 2, turn left, forward 5, 
turn left, forward 5, turn right, forward 
3, and activate the lift to Level Two. Turn 
left, proceed forward 3, turn right, for- , 
ward 5, turn right, forward 1, and acti- 
vate the lift. On Level Three, turn left, go 
forward 3, turn left, forward 5, and acti- 
vaté the lift to Level Four. Next, turn 
left, move forward 4, turn right, forward 
1, and operate the lift to Level Five. Turn 
180, go forward 2, turn left, forward 5, 
turn right, forward 2, turn right, for- 
ward 3, turn right, forward 1, turn left, 
forward 3, turn left, forward 4, turn 
left, forward 2, turn right, forward 1, 
turn left, forward 2, and activate the lift. 
On Level Six, turn left, move forward 1, 
turn right, forward 5, turn right, for- 
ward 2, turn right, forward 1, turn left, 
and activate the lift to Level Seven. 
Next, turn 180, go forward 1, turn 


right, forward 1, turn right, forward 2, 
turn left; forward 2, turn right, forward 
З, turn left, forward 4,-turn right, for- 
ward 1, turn left, forward 4, turn left, 
forward 2, turn right, forward-2, turn 
left, forward 1, turn right, forward 6, 
and power up Reactor Two. 

Turn 180, proceed fprward 6, turn 
left, forward 1, turn right, forward 2, 
turn left, forward 2, turn right, forward 
4, turn right, forward 1, turn left, for- 
ward 4, turn right, forward 3, turn left, 
forward 2, turn right, forward 2, turn 
left, forward 1, turn left, forward 1, and 
activate the lift to Level Six. Turn left, go 
forward 1, turn left, forward 2, turn left, 
forward 5, turn left, forward 1, turm left, 
and use the lift to Level Five. On this 
level, turn 180, move forward 2, turn . 
right, forward 1, turn left, forward 2, 
turn right, forward 4, turn right, forward 
3, turn right, forward 1, turn left, for- 
ward 3, turn left, forward 2, turn left, 
forward 5, turn left and operate the lift 
to the Power Room Level. Proceed for- 
ward 2, turn left, forward 1, and oper- 
ate the Teleport Panel. Then, open the 
door to the... 


Approach the console and operate the 
panels in pairs by color.” Operate the 
two red panels, the two green, the two 
yellow and so forth until each set has 
been activated (see Reactor Room). 
Then, exit the Power Room, operate 
the Teleport Panel, turn 180, go for- 
ward 1, turn right, forward 2, and acti- 
vate the lift to Level Five. Turn right, go 
forward 5, turn left, forward 1, turn 
right, forward 6, turn right, forward 2, 
turn left, forward 5, turn right, forward 
1, turn left, forward 1, turn left, for- 
ward 2, and accass the Transport 


* Panel. Operate it, turn around,:and pro- 


ceed to the end of the cofridor. 
Operate the second Transport Panel, 
turn 180, and you're in the... 


TESTER HABITAT 


When you arrive, you'll find three doors. 
Straight ahead is the East Door and 
Eastern Bridge. Left is the North Door, a 
opening to the Eastern Habitat Quarters, 
and to the right is the South Door, which 
leads to the Communications Room. 
Examine the Eastern Habitat Quarters 

and the Eastern Bridge (impossible to * 
cross at this time), then enter the 
Communications Room through the* 

Sout Door, 


` . 


AS ROOM 


Go around behind the Communications 
Console. Opérate the Viewscreen, then 
do so a second time to direct Odo Y 
to adjust his signal. He will instruct 
you to return to the runabout (see 
Communications). Unfortunately, this 
involves a second trek through the 
Drone Maze. So, proceed to the 
Transport Panel in the Eastern Habitat 
and operate it. Then, turn 180, follow 
the corridor to the next Transport 
Panel and do the same. You're now 
back at the... 


SORORE maze REVISITED! 


Go forward 2, turn right, forward 1, 
turn right, forward 1, turn left, forward 
5, turn right, forward 2, turn left, for- 
ward 6, turn left, forward 1, turn right, 
forward 5, turn right, forward 2, and 
operate the lift. On Level Four, turn 
180, move forward 1, turn left, for- 
ward 4, and activate the lift to Level 
Three. Next, turn right, go forward 5, 
turn right, forward 3, turn right, and 
use the lift to Level Two. Proceed for- 
ward 1, turn left, forward 5, turn left, 
forward 3, turn right, and operate the 
lift. On Level One, go forward 1, turn 
right, forward 6, turn left, forward 9, 
and operate the Transport Panel. Turn 
around and you're... 


(BACK AT THE CRASH SITE 


Go,past the runabout, turn 180, and 
enter through the breach. Next, access 
the Communications Panel on the right 
and talk with the ship’s computer. 
Operate the Plasma Conduit Panel on 
the left to manually re-route power (see 
Re-route Power). Leave the outer two 
conduits alone ‘and re-route power 
through the center three. Move the 
flow arrows so all three conduits pass 
through the same central connector 


|| . (without an arrow) while not passing 


through any burned out segments (tan 
ones), connecting the same color termi- 
|, nators (white to white, blue to blue and 
| red to red). Now, access the computer 
| and Odo will beam out Kira. * 
| Unfortunately, a power failure will 
| leave you behind. Note that the other 
phaser rifle is missing. 


It 


Exit the runabout, and proceed straight 
ahead to the West Gate. On the lock, 
press the large orange panel in the 
upper left quadrant, the second orange 
panel from the left in the lower left 
quadrant and the third orange panel 
from the right in the lower right quad- 

| rant. Then, go forward, operate the 

| Transport Panel, turn around, and 

you're at the... B 


ШЕШШ 


Again, you'll find three doors. Straight 
ahead is the West Door leading to the 
Western Bridge. To the left is the 
South Door that enters into the 
Western Habitat Quarters. And on the 
right is the North Door that opens to 
the Factory Display Room. 


ШЇЇ 


Enter the North Door, and operate the 
display controls. Then, turn 180 and exit. 


I HABITAT QUARTERS 


ff 


| 


Enter the Western Habitat Guarters. 
Though you won't see him, Quark is in 
the room wearing a PCD. Move the 
pointer until the Combadge cursor 
appears, and then talk with Guark. You 
need his assistance with the Western 
Bridge. When he agrees to help, meet , 


WESTERN BRIDGE 


Talk with the invisible Quark, and be 
sure to save before crossing the 
Bridge. Then proceed across to the... 


ҮЛҮЛ 


In the Main Control Room, proceed 
around the Control Device and up the 
stairs to the Eastern Bridge. Activate it 
with the control panel on the right, turn 
around and go up the next flight of 


BMILLPROCRRIT INTERFACE 


Activate the interface by stepping for* 
ward. Talk with Keel about Nemesis, 
the Tactical Program, Havik and the 
Master Program, Syr, and have him 
construct an escape vessel for you. 
Return now to the Communications 

| Room in the Eastern Habitat. Turn 
180, go down the first flight of stairs, 
save, and cross over to the Eastern 
Habitat. The Communications Room is 


Ti 
[СТ 


. 


ONS ROOM 


Go behind the Console and contact 
Odo. Rhoon will give you the Invoke 
commands for the Tactical and Mastèr 
Programs. Return to the Holoprogram 
Interface. 


ТЇ 
ЙҮ 


Access Keel and Invoke Tactical to con- 
verse with Havik. Promisé to help or he 
will kill you. Then, save, Invoke Master 

and talk with Syr. Promise to,help him, 

as well, and... T 


him there. 
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Multiple boards and 
picces in high color 
SVGA graphics! 


Real battles with cach 
captured piece that puts 
you on the battlefield! 


Two kings, two kingdom: 
one determined to destroy the other 


Chess will never be the same! 


Available Mac & РС CD ROM. 
Download the demo at 
пир tdata com 
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Contact Odo again, and divert the com- 
munications signal to the Holoprogram 
Interface. Operate the control panel 
below the Communications Viewscreen 
until the central panel image is illumi- 
nated. Then, it's... 


ШАШ 
MULOPROGRAM INTERFACE 


Activate Keel and Invoke Master. Syr 
will now converse with Rhoon and tell 
you how to destroy the Tactical pro- 
gram. Since you need Guark's assis- 
tance, return to the Western Habitat 
Quarters. 


WESTERN HABITAT 
AUAATERS REVISITED 


Talk with Quark (who now de-cloaks), 
get the PCD and operate it. However, 
rather than choosing the Refraction 
setting, select the Reflection setting. 
The controls on the PCD are Refraction 
(upper left), Reflection (lower left) and 


NE STRATEGY ШЇ 


| Dff (right). With Reflection activated, 


` 


return across the Western Bridge to , 
the Holoprogram Interface. 


HOLOPROGRAM 
INTERFACE AGAIN 


Both Keel and Havik will think their 
original counterparts have returned. 
Order Havik to release all ships and 
purge the system, and return to the 
Western Habitat Quarters where you 
will find the... . 


HOME BANK 


Save before you enter the Western 
Habitat Quarters. Then once you're * 
inside, turn left and use your phaser on 
the Home Bank to destroy Havik. 
Return one last time to the... 


TOLOPROGAAM INTERFACE 


You now find Syr talking with Rhoon. 
Talk with Syr and have Quark beam you 
onto the escape ship that is ready to 
depart. 


NAL BRT 


From here on, you're just along for the 
ride, with the exception of the final bat- 
tle with Nemesis aboard the Defiant. 
Target the one weak spot on its under- 
side, and fire away! Then sit back, enjoy 
a deserved rest and have some synth- 
ale or a cup of Earl Grey. e 


SHAREWARE SPOTLIGHT 


= THE BEST GAMES YOU CAN DOWNLOAD AND PLAY 


| 0.000600 


s Doom begins to fade 
A into the history books, 
а new generation of 

first-person-perspective 
games loom on the horizon. 
With Quake (id Software), 
Prey (3D Realms) and 
Jedi Knight 
(LucasArts) 

approaching 
release, is there 
room for another 
advanced 3-D 
shooter? The gang 
at Epic MegaGames think so, 
and their first foray into the 
market is led by Unreal, a jaw- 
dropping title that should give 
the aforementioned 
games а run for the 
money. 

Like Quake, Unreal is 
a next-generation 
game in the tradition of 
Doom. Throw in 
advanced lighting 


Available: fourth quarter '96 
System: Windows 95 

Publisher: Epic MegaGames 
Website: http://www.epicgames.com 


Registration fee: $19.95 (plus $4 S&H) 
Publisher: MVP Software, 1035 Dallas SE, 
Grand Rapids, MI 49507-1407 

Website: http://www.mvpsoft.com 

Email: 74777.1116@compuserve.com 
Telephone: 800.968.9684 

System: Windows 


MVP Backgammon v1.2 M AU 


played backgam- 

mon, I’ve always 
wanted to learn. It's a 
good thing that MVP 
Software released Cane 
Garden Software's MVP 
Backgammon because now | can learn 
the ropes of one of the world's most 
popular board games in the privacy of 


effects, six degrees of move- 
ment and robust network 
play, and Unreal looks like a 
real contender. | got an 
advance look at Unreal at 
the recent E3 show is Los 
Angeles, and | have to admit 
that | came away slack- 
jawed. 

Developed by a team of 
programmers led by James 
Schmalz (of Epic Pinball and 
Extreme Pinball fame), 
Unreal just might be the title 
to catapult Epic into the 
industry's upper echelons. 
From what I’ve seen so far, 
Unreal should be able to 
stand toe-to-toe with Quake 
and dish out as good as it 
gets. If you're on the lookout 
for a next-generation 3-D 
dungeon crawl, mark your 
calendar; Unreal should be 
at the top of your shortlist. 


by JEFF JAMES 


If you develop or publish 
shareware games and would 
like to see your products 
covered in Shareware 
Spotlight, contact Jeff James 
via email at jljames@aol.com. 


my own cubicle without the risk of mak- 
ing an utter fool of myself in public. 


Getting started was a snap: the game 
uses a standard Windows installation 
procedure, and | was up and running 

faster than you can say "Sir Edmond 

Hoyle." 

The clearly written online help gave me 
all | needed to get started, 
and my utterly pathetic 
first attempts to play the 
game were quickly fol- 
lowed by more successful 
bouts. If the computer 
opponent is too tough—as 
it was in my first few 
games—a handy editing 
feature lets you “dumb 


down" your adversary. Graphics and 
sound effects are a bit on the modest 
Side, but the gameplay is generally solid 
and challenging. It isn't flashy, but 
backgammon lovers probably won't care. 
If you want more of the same, the regis- 
tered version gives you more skill levels, 
several different board and graphic styles, 
more MIDI files and a printed instruction 
manual. 
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by ZACH MESTON 


" GAMING GOSSIP " ZANY WEB TALK ® GAMES YOU LOVE TO HATE 


ScorT LE GRAND 


HAS A THEORY, AND | submit that well-designed games simply do not flop if they make it to market. Advertising 
LIKE SO MANY CRACKPOTS 


can make a good game into a super-success, but it cannot turn a pile of manure into a pile 
of gold (yes, we're drifting from the marketing topic). So what I’m looking for are serious 
contradictions. | want someone to point out a near-perfect game of Doomian proportions 
that fell flat on its face. Conversely, feel free to point out a piece of ordure that sold 500K- 
plus copies and was a horror to behold. | can't come up with any offhand.... 


BEFORE HIM, HE HAS USED 
THE INTERNET TO SHARE IT 
WITH THE WORL 


ADRIAN VACALIUC 
TRIBUTES AN EXAMPLE 
OF THE LATTER: 


Ha! That one is easy: Phantasmagoria. 'Nuff said. 


Rebel Assault comes to mind as a good example 


of the latter category. It sold a couple of million MATTHEW DUNCAN 
copies (mostly through bundled sales) and was SPEWS EXAMPLES OF BOTH 
pure vacuous eye candy (PVEC). As for the former WHILE SHARING HIS 
category, the only one I can think of is Ultima VERY OWN STUPID 
Underworld. | think it sold OK, but it isn't well- ACRONYM (DOESN'T ANYONE 
known. It came out in '91-'92 with a 3-D engine ON THE INTERNET JUST 
better than Doom’s (send flames to dev@null.com) SPELL OUT WORDS ANY- 
and one that still rivals (until recently) some 3-D MORE?): 


engines published in the last few years. The game- 
play and story are superb. 


RANDY COCEK READS MY 
MIND AND MENTIONS MY FAVORITE 


GAME-THAT-FLOPPED OF LAST YEAR: 


The best game I’ve played that actually flopped (big-time) was The Horde by 
Toys for Bob, the guys who did Star Control II. | loved this game (picked it up 
for $15 Canadian—new, too!). This is one game that was definitely hampered 
by poor marketing. The box looked stupid, and Kirk Cameron just isn't the 
person to put on anything (except maybe teen magazines) if you want it to 
sell. Great game, horrendous marketing. 


There's no nice way to say it, so I shall be blunt: I made the biggest boo-boo since Hugh Grant decided 
to spend 20 bucks in a most unsavory manner. In the May edition of ^Over The Line," I printed a 


message from Jeff Vavasour, programmer of WAC. Slight problem, though—that message wasn't from 
Jeff. I'll let Mr. Vavasour explain in his own words: 


Hi, Га like to make a few corrections to your column. The 
opinions that were expressed regarding WAC not being 
available on floppy were not, in fact, mine but those of 
people who responded to a post of mine in which | merely 
gave a few statistics. 

For the record, Га like to say that | am quite happy 
with the way the Williams Arcade Classics CD-ROM 
turned out. In fact, Andrew Agre and | at Digital Eclipse 
originated the idea of the video interviews with the origi- 
nal designers, along with the rest of the multimedia sup- 


plement. By no means did the inclusion of the multimedia 
retrospective reflect a lack of confidence in the games in 
WAC as stand-alone products. The Mac releases have 
proven that the games are quite respectable products in 
their own right. In the development of the PC and 
PlayStation versions, however, we took the opportunity 
to give enthusiasts more, which not only included the 
retrospective, but also three additional games. All these 
additions have been very well-received. 


My humble apologies to Jeff, to Computer Player's readers and 
to my mother—because I'm such a bad son. (Yeah, I know, 
I'm trying to conceal my depression over my mistake with 
humor. Might even work if I were funny.) GP 
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Modem, serial and network play 
for B players on Windows® 95. 


Interior and exterior environments. 
including desert. jungle and arctic 


Simultaneously control up to 
6 Mayhem Soldiers. 


FREE DEMO at 
www.domark.com or 
our Forum on AOL, 
keyword Domark. 


Blow Some Grey Matter Today. 


Tel: 415.513.8929 
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De M li 


by ZACH MESTON 


ith more than a decade of 
W computer-gaming-biz expe- 

rience, Paul Reiche IlI and 
Fred Ford have some damn fine 
resumes. Between them, they've 
created Archon, 
Archon Il: Adept, 
Mail Order 
Monsters and 
World Tour Golf, to 
name but four. 
Veteran gaming 
geeks, however, 
point to two 
games in particular 
as their master- 
works: Star 
Control | and Star 
Control И. 

Star Control I— 
released by 
Accolade in 1990 
for the IBM PC, 
Commodore 
Amiga and Sega 
Genesis—was 
essentially a 
much-enhanced 
version of the very 
first computer 
game: Space War, 
- in which two 
The original Star Control spaceships flew 

around and shot at each other till 
one blew up. Star Control | featured 
16 ships divided into good (the 
Alliance of Free Stars) and evil (the 
Ur-Quan Hierarchy). The ships had 
unique appearances, features and 
weapons. The Syreen Penetrator, 


БЕ 


Star Control Ш 
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for example, was piloted by 
“lithe space vixens” who used 
sex appeal to lure the enemy 
ship's crew to their ship. A 
“large, cowardly crew” manned 
the Spathi Discriminator, and it 
had a rear-firing weapon, as 
befits a ship that's always run- 
ning away. 

The game had three modes 
of play, and this allowed pure у 
ship-to-ship battle or a detailed, 
strategic combat sequence. The 
PC and Amiga versions had 
built-in scenario editors to let 
you create your own strategic 
encounters, and the Sega 
Genesis version was the first 12- 
megabit (1.5-megabyte) car- 
tridge ever released for the system. 

Released in 1992 for the IBM PC, 
Star Control Il was a remarkable 
improvement on the first game. The 
gameplay was beefed up into a 


tasty blend of space exploration; — 


item-collecting adventure, alien 
interaction and the requisite ship-to- 
ship combat. There was an overall 
goal—saving the universe from Ur- 
Quan domination by uniting the alien 
races that were once the Alliance. 
But SC 1/5 universe was large and 
varied enough to keep players busy 
discovering new quests for literally 
hundreds of hours. 

If the screen shots have you 
wondering, Star Control l's and Il's 
resemblance to the classic 
Electronic Arts game Starflight is no 
mere “coinkydink”; one member of 
the Star Control games’ Toys for 
Bob design squad is Greg 
Johnson, who played a major 
role in the creation of 
Starflight. 

In 1994, Crystal 
Dynamics released a 3D0 
version of Star Control Il, 
with all the text of the PC 
version re-recorded as spo- 
ken dialogue by a team of very 
talented voice actors. Producers 
Reiche and Ford created a remark- 


able compression technique that 


allowed them to cram more than 


three hours’ worth of dialogue ont 
a single CD. The team Binh аа 


ont 


Star Control И 


another title for Crystal Dynamics, a 
sadly ignored action/strategy game 
called The Horde. (It suffered from 
marketing that hyped the full- 
motion video—starring Kirk 
Cameron of TV's “Growing Pains” — 


"апа ignored the brilliant gameplay.) 


Just last year, Accolade released 
Star Control | and Star Control Il on 
a compilation CD-ROM called the 
Star Control Collection. It's no longer 
being distributed, so you'll need to 
work to hunt down a copy. But I 
guarantee that it's worth the effort. 

Reiche's and Ford's current pro- 
ject is Pandemonium, a 3-D platform 
game for the Sony PlayStation, due 
out around the time when a fat guy 
in a red suit commits breaking and 
entering a kajillion times. Even 
though they have moved on, the Star 
Control saga continues. This fall, 

Accolade will release Star Control 

IlI—designed not by Toys for 
Bob, but Legend 
Entertainment, which has 
given us Gateway, 
-Companions of Xanth 
and the Spelicasting 
series, among others. 

Reiche and Ford have given 
their unofficial blessing, but will 

Legend be able to capture the Star 
Control magic and laugh-aloud 
humor? Look for a bold-but-not- 

h review (written by me, the 
good Lord willing) in an upcoming 


issue of this very publication. Ф 


“Live Fast, Die Young... 


-PC dnd 


"Terra Nova.. 
equals, and some- 
times exceeds 
Mech Warrior2 or 


Wing Commander" 


— Computer 
Gaming World 


ЖЖЖЖ” 


“Terra Nova 
can’t be beat. 
. Period.” 
— PC Games 


м A Looking Glass 
Technologies 
Production 

©1996 Looking Glass Technologies, Inc., 
Cami a trademark Car 


bridge, MA. Terra Nova is 
Looking Glass Technologies. All irights reserved. 
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Available at major retail outlets ог order direct 
1-800-360-7455 
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CombatiGame!- x 


Download our demo: 
www.lglass.com 


JONN is tomero — 
IiS0jiware Stud and c creator о of В 
Door) I Hi ©) Hexen and Quake. 
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Our goal is to preserve classic video game magazines so that 
they аге not lost permanently. 


People interested in helping out in any capacity, 
please visit us at retromags-com: 


No profit is made from these scans; nor do we offer anything 
available from the publishers themselves: 


If you соте across anyone selling releases from 
this site; please do not support them and do let us know: 


Thank you! 


